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DEAD SPACE 3 


The latest in Visceral’s popular 
horror series seeks to innovate 
without losing that special brand 
of terror fans line up for. 





Reviewed and rated this issue: a 
premium keyboard and gamepad, 


two sets of cans, anda pair of 
top-tier video-capture devices. 


Black Ops II Must-Buy Gear [Gaming Makes 
Reviewed and Gadgets | You Smarter 
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Call of Duty tike you've Headsets, controllers; | No, ceally! Proof thatptay 
worexperienced PG video, and more. && is just tke school 














eee eT HAT Aces 
You probably didn't expect to get lessons Wii U REVEALED 
in History, Mathematics, Science, and more Nintendo's finally unleashed its quirky next-gen console. 
when you started playing that game, didja? Can it live up to the hype? We've got some thoughts on that... 





Issue 25) December 20 le www.atgamermagazine.com 














oe SISOS Wir We 


The journeys cea ough, but 


ig 


Irrational’s anticipa ted FPS-RPG- 
whatchamacal a it is almost ready to go. 





16 [omb Raider 
es legendary aw entur series 
reboots once ag le third ti 

the charm for Ms. Croft? 


20 South Park: 
The Sick Of Truth | 








Yes, Obsidian made a South Park RPG 
and, yes, it's kind of | OUS 
26 Army of lwo 
ne Jevils Fd pal I 
OME atimes S 1A 
he tp Fre mM VO ne 
possib \ y unstable 
¢8 Losi Plane! > 
Apparen tly ( Lapcom was just trolling 
us with LP2—this open-worid orequel 





hews much closer to the original 
ae 
: 900-pound gorilla o! 
he 9Q00- DOUNG Sor 


Oc ames iS read ly to recialt bor CAPONE 
b oe 2 NiXe Bs sAmittant 
Bit of a mixed metap " _aamittedty. 





LJ 


4 S0UI Sacrifice 


W Label you ‘give an arm and a leg to 











www.algamermagazine.com 


STAFF 
Who runs this 
jungle, anyway? 


BLIPS 
All the news that’s 
fit to blip! 
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Hitman: Absolution 





TABLET 
GAMES 


You've got a tablet. 
We've got gaming 
expertise on tap. 


CALENDAR 


Release dates? 
Thought you'd 
never ask! 





You're stuck on an island full of 
psychos. So it's Survivor, basically. 


Activision's yearly shootstravaganza 
does not disappoint. 


The man without a name is having a 
very bad (but exciting) day. 


Disney cartoons are full of songs, so 
why not Disney games? 


EA's resurgent shooter series makes 
another grab for gritty glory. 


Can Sony's smashing tribute to 
brotherly melee stand by itself? 


Can Call of Duty fit in your pocket as 
well as it fits in your console? 


Mario RPG fun hits the 3DS— 
just dont forget the Goo Gone. 


The small but fun MMO gets a massive 
expansion. Will it attract new blood? 


Disney Epic Mickey: Power of 
ilusion, LittleBigPlanet Karting, 
Marvel Avengers: Battle for Earth, 
Silent Hill: Book of Memories, 
Professor Layton and the Miracte 
Mask, Sports Champions 2, Fi Race 
Stars, and 007 Legends. | 
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Charlie Barratt 

Executive Editor 

Charlie's just returned from pater- 
nity leave. He spent his time away 
attending important classes like 
LazyTown Studies 101 and Intro to 
Diaper Forensics. 


Jenny Esdaile 

Art Director 

Jenny just explained for like the 
hundredth time how the seasons are all 
backward and toilets flush in the other 
direction in her native land of Australia. 
We still think she's trolling us. 


Jillian Lungaro 
Designer 
Fall is Jillian's favorite season, as 


evidenced by the pile of leaves she 
hauled in and dumped around her desk. 





It was cute at first, but the bugs are 
Starting to bother us. 
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WELCOME TO 


°GdMeR 


oO, here we are again, coming up 
on the end of another year. (And 
if you're successfully reading 
devicymsel-semeelcmy'eys(emetlclemmac)eel-nre 
an end as some had predicted. Yay, 
Earth—way to avoid apocalypse’). 

For gamers, it's been an incredibly 
exciting year, with a fantastic slate of 
titles having hit store shelves over the 
last few months. I know I'll have a lot 
of great games to keep me busy when 
| Rex= cal oe} oe) ere) eel-Me) Mael-seemeletenslemelbug 
J aTojam ale) ileteytmayca-l.qelbielelemselcm | -1).e 
of Christmas and New Years. 

And then it's back to work on the 
next issue of @GAMER. You'll be able 
ive (ele) @ievaiicicomcomele)meyel\tme(-lautelemejelg 
picks for the best games of 2012, but 
also an overview of what we expect 
will be the best games in 2013. 
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I'd like to close out with my thanks 
to you, our loyal @GAMER readers. 
We want to keep providing you with 
the best info about the game world, so 
we'd appreciate if you'd let us know 
how we're doing. See you next year! 


\alelenelele 
Editor-in-Chief 


QR CODES AND HOW THEY WORK 
Throughout the magazine you'll notice QR 
codes for some of the games. Simply install a 
QR reader for your smartphone (or install the 
Best Buy app for iPhone or Android), aim it at 
the QR code, and you'll 

be taken to oe 

a trailer for ; 

the game 

you just 

scanned. 
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Borderlands.@ is great fun, 
even if it's not super original. — 


& Hey @GAMER. Gotta say, it it's much safer for publishers to 
like al stick to proven formulas. Now, 
some of our favorite games are 
ple, sequels, as Our review scores 
ur October is N 0% attest. But we agree that the 
: balance these days seems out of 
whack, and we're glad that indie 
game makers are taking up at 
least some of the slack. 


ny 
—Gennifer K. via email 
ED: You're right on the money— 
literally—about the prepon- 
derance of sequels. Making 
triple-A" games has gotten so 
expensive that publishers hesi- 
tate to bet the farm on unknown 
quantities. So while Dragon's 
Dogma and Nino Kunz are great, 
the unfortunate reality is that 


CAMING TRENDS, ma ta 


Get more at 







ANDY EDDY QVIDGAMES 
Totally #firstworldproblems but great games are 


keeping me from getting enough sleep. #Borderlands2 
#Dishonored #AC3 #NFSMostWanted #Halo4 


RYAN TALJONICK aRYANTALJONICK 

| like how every plane I've ever been on ina 
videogame is at least five times bigger than anything 
I've ever been on in real life. 





[Note: Letters may be edited for size and clarity. ] 





—Jamal S. via email 
ED: All valid points, Jamal— 
Dishonored really shines on PC! 
But it's hard to beat a console 
when you just want to kick back 
on the sofa and relax witha 
game. That's slowly changing 
as more people hook their PCs 
up to living-room HDTVs, but for 
now consoles are where you'll 
find the majority of mass-mar- 
ket gamers. There's also some- 
thing to be said for being able to 
just insert a disc and go. In any 
case, publishers usually send us 
console versions of games to re- 
view, which is why we typically 
review on 360 and PSS. 


= W 


—Kay L. via Facebook 
ED: We're thinking 3DS, too— 
at this point it has more games 
suited to younger players, 
as well as a stronger overall 
release schedule than the Vita. 
Step it up, Sony! We're gettin’ 
worried. 


a? FOLLOW UP... 


Assassin's Creed Ill: 
Liberation online review 
The Risk-inspired online mode 

in AC3:L was unavailable for my 
review last issue, but I've since 
given it a whirl. It's a menu-based 
battle for territorial control across 
a map, where you'll choose a 
Side, pick a location, and throw 
your resources into the weekly, 
worldwide skirmish. It's bland 
and simplistic, but perhaps bet- 
ter than nothing at all. No score 
change. —Andrew Hayward 





Correction... 

Mikel Reparaz wrote the God of 
War: Ascension preview in our 
November issue. It was incorrect- 
ly attributed to another author. 
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Let peher @GAMER render 
know what you think—send 
in a 50- to 100-word review 
to reviews@atgamermaga- 
zine.com, and we'll post 'em 
in each issue, 


reviews@algamermagazine.com 


-XCOM: ENEMY UNKNOWN 


XCOM: Enemy Unknown is 
the game I've been waiting 18 
years for. | played the demo 
nonstop since its release 

in anticipation of the street 
date. It is not the same as the 


original game; it’s even better. 


Everything that | liked about 
the original is here, everything 
that | found annoying has been 
changed. There's strategy, 
tactics, calculated risk and 
hard-earned reward. Some- 
times there's even critical 
failure and heartbreak. That's 
XCOM, baby! 


Score: 5/5 —Anonynamja 
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We know you can't live 
TidaCeleimtcolelmartelaianlivmeles-- 
ro) MOLY | ea cre com oll ig 
local Best Buy and join 

the all-new Reward Zone 
Gamers Club Unlocked 
program for $14.99 to geta 
full year's subscription and 
other exclusive benefits. 
Trust us, it’s that easy. 
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MINECRAFT 
antly surpassed 





hris Roberts, the mastermind be- 

hind the spectacularly successful 

‘90s space sim Wing Commander, 
just popped back onto the radar with 
Star Citizen, a highly ambitious new 
game that aims to single-handedly 
resurrect the hardcore PC space sim. 

Star Citizen will set you loose ina 

persistent online universe, free to make 
your Own way or enlist in a perpetual 
war against the alien Vanduul. Want a 
modern Wing Commander? You got it. 


BEST BUY BONUS 


SOUTH PARK: THE STICK OF TRUTH 





Roberts intends to make use of every 
ounce of horsepower high-end PCs 
can muster to push out fully articulated, 
high-fidelity models. Expect support 
for exotic hardware like the Oculus Rift 
head-tracking display, too. 

Star Citizen is nothing if not 
ambitious, So Roberts has his work cut 
out for him. Crowd-sourced fundraising 
is well underway but the first playable 
alpha Is at least a year out, so there's 
plenty of time to upgrade your PC. 


Pre-order South Park: The Stick of Truth to score the Good Times with Weapons 
Pack (all platforms) and the Mysterion Superhero Pack (360). Free stuff, y‘all. 
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What are the hottest games 
being played by Xbox 360 
and PC gamers? Raptr.com 
has the answer. 





Borderlands 2 


World of Warcraft 


League of Legends 


Minecraft 


FIFA Soccer 13 


Call of Duty: 
Modern Warfare 3 


Resident Evil 6 
Battlefield 3 


Dota 2 


Team Fortress 2 


Elder Scrolls V: Skyrim 


Halo: Reach 


Dishonored 
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Five Questions win... 
MICROSOFT EXPANDS “ENTERTAINMENT FOR ALL” 


ESRB RATINGS KINECT 


“ ae > CLAIM TO 





GO DIGITAL - “a FAME... 
: ee Mee itor of sures 


Etrian Odyssey 
Entertainment Software 
Rating Board ratings will soon 
appear on a lot more games, 
particularly downloadable 
and indie ones. The ESRB’s 
new ratings process ditches 
the fee and assigns scores 
instantly, making it feasible 
for just about any developer 
to get their game rated. This 
news is rated GI for Good Idea. 





NICH MARAGOS 


Atlus editor and project coordinator 


AND © How did you getinto the games business? | used to 
Dishonored: | be a games journalist, first as a 1UP.com staff member and 


Dunwall City Trials \\ ‘ : then a freelancer, during which time | got to know a few of the 
staff at Atlus through trade events and such. One of them let 
me know that there was an open editor spot, so | applied, took 
an edit test (which involved some really dire raw translations 
from, | think, 7sugunai: Atonement) and got the job. 


DLC for Arkane's rad assassin , Uh oh! Jerry Lambert, the 
sim will hit in December. Dun- ; actor who played fictitious 
wall City Trials' 10 maps will Sony executive Kevin But- 
test your ninja skillz and rank ler on Sony's humorous 
them on leaderboards. Two “It Only Does Everything” 
PS5 commercials, is being 
sued by the company for 


© Whats the strangest part of your jab? Looking things 
up for reference, which can take me to some weird places on 
the Internet. Getting some basic Russian phrasing in the 
English rather than Cyrillic alphabet once had me at a 
appearing as Butler in ad- glossary intended for clients of mail-order brides, while other 
vertisements for Bridges- inquiries have led me down the fascinating alleys of Teddy 

Pi tone Tires. One of the ads Roosevelt's Simplified Spelling Board or the idiosyncrasies of 
in particular shows Lambert-as-Butler playing the Thoth tarot deck vs. the Rider-Waite. 


Mario Kart Wii, an odd thing for a Sony spokesper- © How has the English localization industry changed 
son to do. Needless to say, Sony is miffed. over the last decade? | think it’s finally found its level. The 
early ‘00s was when good localization was finally starting to 
DON'T FORGET THE POPCORN! 4 catch on, as Square stepped up its game and we released 
AK things more on the level of Shin Megami Tensei: Nocturne 
AT T H E M OV] e S ro than Revelations: Persona. Since then, not only has the 
4 ie standard of quality across most publishers risen, there are 
Assassin's Creed jumps on the fast-track to Hollywood, while a well-loved more publishers focused on it. The flip side of that is that as 
Breaking Bad actor swerves and powerslides onto the silver screen. localization quality has improved, there's less of it being done. 
Because of all kinds of reasons there isn't space to go into 
ASSASSINS CREED NEE v FOR SP EED | here, it's no longer as much of a sure thing i F) eh 
Lawyerly types have given the thumbs- Breaking Bad's Jesse Pinkman clearly Japanese game will see U.S. release. 


more single-player-focused 
DLCs are slated for 2013. 





up to fast-track afilm basedonAssas- loves videogames, so it's fit ting that @ ee : 
sin's Creed, Michael Fassbender is set Aaron Paul, who portrays the soulful Re HeUCnon garning Olerests InVENce Udbr Gaming 
| work? It depends on the project. My interest in noir crime 


to star as both Altair and Desmond, and we dealer, will star in tie upcoming : : _ . 
eas st i. novels doesn't see much play in the localization of a Persona 


game, for example. But over the last year I've taken up 

sane playing pen-and-paper RPGs with friends, and seeing other 
so this one might hit sooner than later " stan sinale af Fe ast t& Furious wannabe. people's GMing style has factored into the narration for Etrian 
: Odyssey IV, which we're wrapping up work on right now. 





bD 
Ubisoft will retain creative control. Writ- 
ers have already started on the script, 


O what mange or graphic novel would you recommend 
to anyone? Understanding that this is different than “what is 
your favorite graphic novel,” I'd say Scott McCloud’s Zot!, which 
is a collection of imaginative and often very affecting stories 
about a hero from an alternate Earth who enters our own. 
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() TABLET GAMES 


Words: Andrew Hayward 


Cheeky foes liven up combat. 


Tea daeiaieaill Dcinctindincen inne 


HORN 


Platforms: @& ‘# 
$6.99, Zynga, zynga.com 


One of the most impressive- 
looking tablet games to date, 
Horn is an action experience in 
which you'll explore a fantasy 
world and duel large monsters 
who are actually your trans- 
formed friends and neighbors. 
While Infinity Blade strongly 
informs the battles, Horn's most 
distinctive feature is its superb 
sense of humor, as the oddball 
creatures spout amusing quips in 
funny accents, adding a welcome 
layer of personality to the quest. 
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Awesome arranging, Alex. 


a teal ae 


AMAZING 
ALEX HD 


Platforms: @& # 
$2.99, Rovio, rovio.com 


Bucking the destruction of 

its own Angry Birds, Rovio's 
Amazing Alex HD instead 
spotlights creation, letting you 
play as a precocious kid whose 
wacky Rube Goldberg-inspired 
contraptions shepherd items 
from one place to another. 
Arrange books, balloons, and 
boxing gloves around to work in 
unison, and watch as they hap- 
pily succeed—or spectacularly 
fail—at meeting the objective. 


TABLET THRILLS 


THE WALKING DEAD: THE GAME 


THE WALKING 


DEAD 
(my) 


Platforms: @ 


$4.99, Telltale Games, telltalegames.com 


Telltale's adventure-game adaptation of The Walking Dead comic 
series may have started on consoles and PC, but it's just as potent 

on iPad, serving up violent action and heart-wrenching choices in 
bite-sized episodes. With an original story set in the world of the 
comics, The Walking Dead: The Game stars Lee Everett, a convicted 
felon and former professor who finds himself freed amidst the zombie 
outbreak—and quickly responsible for the safety of a young girl. Four 
additional episodes are available within the app for $4.99 apiece (or 
$14.99 for the set), and your decisions carry over between them.The 
point-and-click approach translates perfectly to the touch interface, 
leaving you with mature, dramatic, adult-oriented gaming—on a tablet. 


Swipe them in the head. 


Tilt to traverse tunnels 


ZAXXON 
ESCAPE 


Platforms: @& '# 
$0.99, Sega, sega.com 


More like the arcade classic in 
name than execution, Zaxxon Es- 
Cape updates the space-shooting 
franchise with a behind-the-ship 
approach that has you tilting 

your tablet to avoid hazards and 
Squeeze through tight gaps. You'll 
also swipe to redirect your cruiser 
through tunnels and tap to shoot 
enemies, with power-ups and lev- 
eling bonuses helping along the 
way. Zaxxon Escape puts a Solid, 
modern twist on an old favorite. 


(aad 
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FIFA 
SOCCER 13 


Platforms: @& i 
$6.99, EA Sports, easports.com 


EA's latest tablet soccer sim 
delivers the most elaborate, 
console-like version for mobile 
platforms yet, with improved 
controls, slick visuals, anda 
large feature set. Expect 50 
leagues with S00 real-life 
teams and some 15,000 play- 
ers. The revised virtual inputs 
make it easy to bust out some 
fancy footwork, and online 
play is another big win, offering 
worldwide play to tablets. 
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Flick condos? Can do! 





SUPER MONSTERS ATE My CONDO 


io 





Platforms: @& 
$0.99, Adult Swim, adultswim.com 


One of last year’s best puzzlers is even wackier in Super Monsters 
Ate My Condo, which refocuses the color-matching, Jenga-tinged 
affair for shorter and more frenzied sessions. You'll ward off giant 
foes by flicking floors out of a giant, wobbling tower, matching col- 
ors as you go, with only two minutes to rack up a Suitably high score. 
Bright and bold presentation entertains as the gameplay enthralls. 


~ Harry's changed a . bit. 
Pe 576m Pw 


4 NY 1a" 


PITFALL! 


Platforms: @& ‘# 
$0.99, Activision, activision.com 


Activision's 30-year reboot of Pitfall! might not play much like the retro 
fave, but this vibrant auto-runner proves surprisingly fun. Swinging off 
the success of Temple Run and similar mobile hits, this revival sets 
Pitfall Harry racing down jungle paths, letting you swipe the screen as 
needed to jump, slide, and crack your whip at enemies while avoiding 
hazards. It's light and breezy—and a perfect perk-up for commutes. 
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Animated favorites turned colorful games 


TOONS ON 
TABLETS 





i: 








Popular cartoons and animated films have long been fodder 
for game adaptations, and thal’s no different on modern 
tablets. Here are some of the top cartoon-based games 
around, a few of which are free to download and play. 


OV THE SIMPSONS: TAPPED OUT (free, ea.com) @ 
Springfield's eclectic characters are the stars of this free- 
to-play city-building affair, which lets you tackle various 
quests while customizing the iconic cartoon locale. 









ANGRY BIRDS RIO HD ($2.99, rovio.com) & 

The bird-flinging sensation gets a slight makeover with this 
entry inspired by last year’s CG animated film, adding a new 
bird while swapping pigs for monkeys. 


1 WHERE'S MY PERRY? (80.99, disney.com) #6 # 

Pairing Where's My Water? with a character from Phineas 
and Ferb, this physics-based puzzler lets you clear under- 
ground paths to allow fluids to flow freely. 


04 FRUIT NINJA: PUSS IN BOOTS HD 
($2.99, halfbrick.com) @ # 
Slashing produce takes on a new tenor with this entry in- 


spired by the Shrek film spin-off, which adds a new mission 
mode that puts a fresh twist on the series. 


05, REGULAR SHOW: NIGHTMARE-ATHON 

($0.99, cartoonnetwork.com) @ 

Based on the Cartoon Network series about a couple of 
slacker animals, Nightmare-athon finds you warding off 
waves of zombies with oddball items and attacks. 


G8) TEMPLE RUN: BRAVE ($0.99, disney.com) #6 # 

The smash-hit behind-the-back runner gets a makeover, 
thanks to the heroine of Disney/Pixar’s Brave, who brings 
a new archery skill into the adventure. 


07 FORMULA CARTOON: TOUCH ’N’ GO 

($0.99, cartoonnetwork.com) @ 

Bringing together characters from Adventure Time and 
Ben 10, this action-centric racer delivers a Mario Kart-like 
experience, albeit viewed from overhead. 


08 THE SMURFS’ VILLAGE (free, beeline-i.com) @ # 

This farm-centric simulation stars the cute little blue 
creatures from the classic ‘80s cartoons, and you'll build 
up your plot and city by completing myriad tasks. 


1 GENERATOR REX—ENEMY ALLIANCE 

($0.99, cartoonnetwork.com) @ 

The action-packed Cartoon Network series is now an 
action-packed iPad game, letting you brawl through stages 
with combos and throws, plus battle a boss. 


10 SHREK’S FAIRYTALE KINGDOM (free, beeline-i.com) @ 
Similar to The Smurfs’ Village, this world-building game 
based on the green ogre and his amusing cohorts lets you 
expand your town by taking on various quests. 
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Monday 
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I’s Read A New Book Month! 


™ Game Release Date ™ The @QGAMER Podcast \ This day in videogame history... 


Tuesday Wednesday 


Anarchy Reigns: 
DmC: Devil May Cry: 
Sniper: Ghost Warrior 2: 


Ni no Kuni: Wrath of the 
White Witch: 


Painkiller: Hell & Damnation: 


007 Legends 
(Wii U) 

Eve Online: 
Retribution 

Far Cry 3 
Guardians of 
Middle-earth 
Marvel Avengers: 
Battle for Earth 
(Wii U) 


Sonic & All-Stars 
Racing Transformed 
(3DS, PS Vita) 











Thursday Friday Saturday 


If you want to keep tabs on all of 

the pre-order specials that Best 

Buy and game publishers have put 
together, just scan 

this QR code with [a] [a] 
your smartphone. 

One webpage will 

tell all! 


E 
_ 
15 
THE @GAMER 
PODCAST, 
E 
e9 


EPISUDE 52 
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Exclusives 





DMC: DEVIL MAY CRY BIOSHOCK INFINITE 


Publisher: Capcom 
Developer: Ninja Theory 
Release Date: January 15, 2013 











Publisher: 2K Games 
Developer: Irrational Games 
Release Date: February 26, 2013 





Pre-order DmC: Devil ae 


J The long-awaited follow-up 
to BioShock has a unique pre-order bonus: a 
puzzle game. BioShock: Industrial Revolution will 
offer nearly 60 puzzles, and solving them will 
both fill you in on Columbia's warring factions and 
unlock rewards in BioShock Infinite. Get crackin"! 


May Cry from Best Buy and receive exclusive [a] 
golden skins for Dante's cherished weapons. . 
You'll also get an exclusive Item Finder 3, 
artifact, which'll help you track down Limbo 

City's hidden treasures. [a] 








SPLINTER CELL 
BLACKLIST 


Publisher: Ubisoft 
Developer: Ubisoft Toronto 
Release Date: March 2013 





Enlist early for Sam Fisher's 
latest mission and you'll gain access to the Upper 
Echelon Pack, which includes an Echelon Suit, 
Gold Sonar Goggles, and a bonus Aral Sea co-op 
mission. Sounds like a day at the beach, eh? 
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COMPANY OF HEROES 2 


Publisher: THQ 
Developer: Relic Entertainment 


Release Date: TBA 2013 





_ % —_ Commanders who pre-order Company 
i Ba» te of Heroes 2willscorea Oli [=] 
German Rotbraun and Russian Leningrad 
vehicle bundle, which gives you two histori- 
ae 
Issue eS Vecembere0le 1 





cally accurate, medium-weight tanks that you 
can bust out to blitz the enemy in style. [a] 













te possibilities and potential alike 


)) t's difficult to come away from a demo 
| of BioShock Infinite thinking you've seen 
: anything other than magic in motion. 
irrational Games' follow-up to its iconic 
2007 shooter, BioShock, captures so much 
of the wonder and intensity that made that 
game feel thrillingly unique in a crowded 
genre, and does so while charting an en- 
tirely new path forward for the franchise. 
When we last covered BioShock Infinite 
in these pages, we knew little more than 
the basics of the game: how ex-Pinkerton 
detective Booker DeWitt is sent to the 
floating, renegade city of Columbia to 
rescue young Elizabeth, who wields special 
powers and has been held captive for much 
of her life. It was plenty exciting to first 
__ witness this fresh take on the series, which 
_ swaps the sea for the sky, but it's everything 
I've seen since that has cemented my 
enthusiasm for the February release. 
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Like Booker, Elizabeth can summon 
powerful abilities to assist you in combat— 
but the most unique by far is manipulating 
time and space via special tears in the 
world, which you'll notice as fuzzy black- 
and-white elements amidst the brightly 
colored backdrop of the vibrant metropolis. 








She can summon these items—like ammo 
or turrets—into Columbia, and they coexist 
nicely with your other abilities. For example, 
Booker can vault a group of enemies into the 
air with his telekinetic powers, just in time 
for her to generate a speeding rail car on the 
Skyline that smashes them to bits. 


¥ You know what they say about 
robotic men with large, ceramic 
hands: Run! 















As with Rapture before it, Columbiais a 
spellbinding setting that's unlike anything 
else created for a game, and it's packed 
with horrifying villains amidst the dystopian 
Viggo] tlateliaretme\elaremuUisamae-(elia(olar-laalelgar-lp 
foes, you'll encounter the likes of the gatling 
gun-toting Motorized Patriot, built in the 
image of George Washington, as well as the 
menacing Songbird—a towering mechanical 
beast that protects Elizabeth and emits a 
horrifying squeal as it pounces into view. 

Fascinating as BioShock Infinite's sights 
and scenario are, it's really the emotion 
of the experience that has us captivated. 
Elizabeth's painful captivity comes through 
in her mannerisms and pitch-perfect voice 
acting, which adds an affecting tenor to 
the adventure. If Irrational’s latest proves 
anywhere near as much fun to play as it is to 
watch and listen to, we'll all be in for a real 
treat with BioShock Infinite. © 
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COLUMBIA 


While effectively Elizabeth's After spending most of her life impris- 
captor for 15 years, Songbird has also been her oned in Columbia, the mysterious Elizabeth may finally see 
only companion during that time, leading to a the light of day thanks to your hero, Booker DeWitt. Why is 

tricky emotional bond between the pair. This gargantuan the young woman so valuable? She has the amazing ability to 
mechanical beast will not be friendly to DeWitt when he tries = manipulate tears in the time-space continuum and pull in items 
to take her away. His piercing screech makes that clear. from other timelines—a skill sure to aid in her escape. 


J 
Drop from the rollercoaster-like 


Skyline for an aerial assault on 
unsuspecting enemies. 
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< Beware the Motorized Patriot, a 
fearless robotic foe armed with 
a gatling gun. 


A SPELLBINDING 
SETTING PACKED 


~ WITH HORRIFYING 
VILLAINS 




























: 


01 PUNY HUMAN 
Check out the differ- 
, = ence in scale between 
ee ll this human male and 
ez 2 the gargantuan enemy 
Tae b ahead. You'll experi- 
: : ence it firsthand as 
yk ‘ a protagonist Booker 
*; | DeWitt. 





oe e+ © 





: Oe HANBYF 
LES | Se 2 Meet /nfinite's Big 
4 Set in 1912, the game includes many old-timey Daddy stand-in, the 
sights, such as this ice cream shop. Handyman—a half- 
man, half-machine 
with incredible power 
and agility. Good luck 
against this behemoth. 


a~ 4 


“ The spectral Siren can resurrect other enemies. 
Kill her and they fall once more. 


03 MEAN MITTS 
The Handyman is 
loaded with distinc- 
tive features, but 
expect to see a lot of 
his cracked, ceramic 


hands, which pack a 
wallop in battle. 
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What on earth is Revenge of the Jedi? It was the original working 
title for the third Star Wars film, Return of the Jedi, until Lucas 
decided that revenge wasn't a Jedi quality. So why does it appear in 
BioShock Infinite? Elizabeth's ability to manipulate tears in time and 
Space generates some curious moments in which future elements 
are pulled into view. Another sequence includes the hit 1985 Tears 
for Fears song, "Everybody Wants to Rule the World," though surely 
that one holds some symbolic meaning for the game as well. 


CONTENT RATED BY 
| =E-9 s  = 3 


BIOSHOCK INFINITE 


Publisher: 2K Games 
Developer: Irrational Games 
Platforms: PS3, Xbox 360, PC 


S1iVvl30 SWV9 [4 


February 26, 2013 
Single-player only 
First-person shooter 


Players who re tired of the same 
ol’ predictable FPS tropes 


The Minervas Den 
add-on DLC for 
BioShock 2 spins an 
a affecting tale amidst 
E: plenty of tense action. 


Scan the QR code with 
your smartphone to 
watch the official trailer 
for BioShock Infinite. 


Columbia isa brilliantly 
original shooter setting 
¥ Diverse, tense combat 
aided by time-space tears 


¥ Powerful storytelling with 
emotive performances 


bd 


IAT“. NOT ON f 


% Can it live up to its own 
immense hype? 
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Before Lara Croft can grow into the tomb raider, she needs to survive 


se 


he Lara Croft you know is strong 

and confident. She has traveled 

around the world raiding tombs, 
amassing a fortune, and not letting any- 
thing get in her way. That's not the Lara 
Croft you'll meet in 2013's Tomb.Raider 
reboot, which will introduce.a much 
different character—a younger, more 
inexperienced adventurer, one who is far 
from the accomplished warrior that many 
have grown to love: But just because 
she starts off as an innocent, frightened 
heroine doesn't mean she's helpless. On 
the contrary, this new Croft looks like 
she has the potential to grow into just as 
strong a character as the original. 
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Stranded on a mysterious island, Lara 
was alone, wounded, and drenched from 
the rain when | picked up the controller. 
This is a stark contrast to the series’ 
typical haunts, which include beautiful 
ruins and tropical paradises. Gathering 
artifacts wasn't on her mind when | 
walked her—ever so carefully—across a 
precarious, fragile log.No, her mind was 
set on survival andsurvival alone. | moved 
herthrough the mud and across the hills, 
eventually climbing up a crumbling cliff 
before seeing a crashed airplane stuck 
on the side. It was a dangerous sight, but 
that didn't deter the leading lady. “I can 
do this,” Lara muttered as | moved 





toward the dangling aircraft, stowly 
climbing up it for fear of bringing the 
entire’thing down to the ground in an 
explosive heap. 

Part of surviving is actually doing 2 
basic survival stuff, and Lwas, at the time, 
woefully unprepared. After attaining a. 
bow (taken from a corpse, dangling ithe. 
trees) | began to hunt, slowly‘stalking a 
nearby deer before taking it down witha 
VC-4 |e) F-Tet-fo-] ge) 'am Me-le-Br-le) o)cey- laa l-felr-lal| 
began to cut it apart for food, obviously 
regretting the action. This was a version 
of Lara Croft I'd never seen, and | lovéd 
getting a glimpse into the more human 
side of the character. @ 
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THERE’S SOMETHING 
} “sDEVIOUS AFOOT 
~_ON-THE ISLAND 


2 wo oSony 
eee 


é ee oe : 
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9g Just because the Tomb Raider reboot is a darker, 

| dirtier game than its predecessors doesn't mean it 

. isn't also a prettier one. Lara's character modelis 

are fantastic and her animations are absolutely won- 

Witte. 8, — _ (@@_ derful. The real star, however, is the spooky island 
ss ie she explores. It's breathtaking, with beautiful vistas 

showing off the incredible graphics engine. If only it 

wasn't also packed with corpses and psychopaths... 











UNCHARTED TERRITORIES 





21-year-old Lara Croft, fresh out of the academy, 
o is looking to make her mark on the world when she 
he e Py sets sail on the Endurance, seeking treasure. Before 
" ae q 2 Pa J the tomb raider in training can actually raid any 
tombs, the ship is bashed apart by a storm and she 
f finds herself stranded on a mysterious island near 
Japan. It's here that the game begins, with Lara at- 
jf tempting to escape. Unluckily, the island is far from 
empty—it has a dark past and baggage of its own 
i f that shows up in the form of sociopaths that look to 
/ / kill her and the Endurance's other survivors. 





ie 
ee: 
ms, 


3 


It definitely gives off some 
Lost vibes, doesn't it? 
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TOMB RAIDER 


Publisher: Square Enix 
Developer: Crystal Dynamics 
Platforms: PS3, Xbox 360, PC 


SIVL30 sWV9 [4 


March 9, 2013 


i as We 


TBA 
STEALTH 
ASSASSIN 


|B} e-em oleloh mee lereim’\c-t-jemmr-l i mder-lmellelembemer-tie Action-adventure 
Hoyaal ol scel(el-sater-Veav=sou (ct-hts =m co) ar- Molbbelel ome) dae) kic-tce 
Uicaimeleviejaavear-ltcmale(-se-we-bolem-mcyeet-latcaaleleme)i Survivalists and sociopaths 
mercenaries), but she's not going to be afforded 
that option here. The people on the island are : mM) Lara Croft may 
ralo)mm oatcx-3-)lelem-baolevelelm-helem-)el-m-wele)lslemcone(-1m ele il be gitaesieemey Nave inspired 
hands dirty before the credits roll. | , .' ae 


series climbed to 
~ new heights. 










VY ELE SS Sa 


WANT MORE? 
SCAN THIS! 


Scan the QR code with 
your smartphone to 


watch the official trailer 
for Tomb Raider. 


The bow is Lara's main weapon, and it's Apparently someone's full-time job here 


extremely deadly. involves lighting candles. 
ml oF 
?. | : 
“= ; , ~ WHAT’S GREAT: 
’ fs 2 — ¥ Creepy, captivating graphics 








. 7 ‘ ee ¥ Interesting new take ona 
a : - ber ~ Ps nan ‘oaciaieee 
> ff y . $s = ¥ Adding survival horror to 
i ' - \' de ~ 5. the franchise formula 
ee < WHAT’S NOT SO GREAT: 
| aw. : % A little quick-time event heavy 
Climbing this crashed airplane makes for an This creep better mind his hands or else % Controls take some getting 
exhilarating action sequence. he'll lose them. used to 
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PREVIEWS 


v Beating up pacifist protestors? 
Yeah, that’s South Park. 


outh Park has been dipping its toe . 
back in the gaming pool in recent 
years after some terrible early. 

attempts and a long hiatus. Now, the 
oft-controversial (and usually hilarious) 
Comedy Central series appears to be diving 
in headfirst with the upcoming multiplat- 
form adventure, The Stick of Truth. 

After dalliances with tower defense, 
first-person shooter, and even kart racing 
games, The Stick of Truth marks the series’ 
first role-playing quest, and it comes from 
a studio that knows a thing or two about the 
genre: Obsidian Entertainment, which devel- 

_Oped sprawling epics like Fallout: New Vegas 
and Star Wars: Knights of the Old Republic Il. 
More importantly, series creators Trey 
Parker and Matt Stone are intimately in- 
volved, providing the same risqué themes 
and raunchy dialogue of the TV show. 


Ey Issue 25 December COle 


e Words: Andrew Hayward 


__ Inspired in part by a classic episode that 
mocked The Lord of the Rings, The Stick of 


Truth finds you playing the new kid in town, 


a stereotypically silent hero who tries to 
impress Stan, Kyle, Cartman, and Kenny in 
an effort to become part of their tight-knit 
group. Not only does this sort of approach 


allow you to alter and tweak the character 


to your liking, but it also ties into the fantasy 
theme of the adventure. 

Choosing from five player classes— 
adventurer, paladin, rogue, wizard, and 
another spawned from Cartman's demented 
mind—with the ability to equip and enhance 
weapons and gear, you'll set out on myriad 





quests that span hysterical character inter- 
actions and turn-based battles augmented 
by timed button presses. THQ hasn't yet 
detailed the full extent of the adventure, but 
considering Obsidian's pedigree, you can 
expect more than some surface-level RPG 
adaptation. 

And South Park's trademark style 
and humor shine through in everything 
I've seen so far, whether it's Cartman's 
“fortress"—a backyard with a dirty tent 
and ratty signs—or the various character 
cameos. Might The Stick of Truth finally 
be the game that's just as great as the 
iconic series? 
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Cartman's ‘fortress’ is as 
shoddy as you might imagine. 





SOUTH PARK: 
THE STICK OF TRUTH 


Publisher: THQ 

Developer: Obsidian 
Entertainment 

Platforms: PS3, Xbox 360, PC 


C) 
> 
=< 
m 
CL) 
és 
> 
LN 


TBA 2013 





TBA 
The Stick of Truth is the first game to ulti 
nail the paper-cutout look of the long-running animated series, 
but getting there wasn't as easy as it might seem. "We worked 

with Obsidian, and you would not believe how much R&D and how 
many hours of work really went into making that distinctive crappy 
South Park look," admitted Matt Stone during Microsoft's E35 media 
briefing. But they did it." He added that the sensation of playing 
through an episode was what made them want to create the game. 


Fantasy warriors who d rather 
battle a ManBearPig than just 
another Orc 


_ South Park Lets 

_ Go Tower Defense 
“e- Play! is silly, 

but seriously 
Strategic. 





WANT MORE? 
SCAN THIS! 


Scan the QR code with 
your smartphone to watch 
the official trailer for South 
Park: The Stick of Truth. 


LORD OF THE: \\ 


WHAT’S GREAT: 

¥ Looks exactly like the 
show 

¥ Deepest South Park game 
to date and by far 


¥ Doesn't skimp on the 
humor and risqué themes 


WHAT’S NOT SO GREAT: 
% Obsidian’s tendency to 
release buggy games 
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[UNLOCKED] 


PUSH START 
ON A WHOLE 
NEW LEVEL 











Take your gaming to another level with Reward Zone® 

Gamers Club Unlocked from Best Buy’. For the price of this 
magazine subscription, you gain access to exclusive offers, 
discounts, bonus points and a full year-long subscription to @Gamer. 


ALL FOR ONLY *14.99 PER YEAR. 


See a Best Buy Gaming Specialist in store to join Reward Zone 
Gamers Club Unlocked today. 


For Reward Zone Gamers Club Terms & Conditions, please visit MyRZ.com 


87 rewardzOne 
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Gears of War 3 


FOR XBOX 360 


STORE COUPON 


Happy holidays to you and yours. Here at Best Buy we hope we can make your 
holidays just a little bit brighter with as much as $165 in savings on a wide array 
of awesome games and high-tech gear. 

PRESENTED BY: For starters, take cover behind $15 in savings on Gears of War 3, lop $20 off 
DAKOTA, 539 ia RPG sleeper hit Dragon's Dogma, and mash a whopping $25 out of Mario Party 9. 

Don't forget to sign up for Best Buy's Reward Zone Gamers Club 
ANCHORAGE, AK 


[Unlocked], so you never miss an issue of @GAMER. And scan the QR code to 
BEST BUY EMPLOYEE the right to see exclusive offers available only at Best Buy! 
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@ MARIO PARTY 3 


You went to Mario's last Party 
and had tons of fun—so much 
that you thought a gig like that 
couldn't be topped. Think again. 
The guests are all here, andso are 
the bosses. With a slew of exhila- 
rating new features, modes, and 
adventures that mix cooperative 
and competitive gameplay, Mario 
Party 9 delivers 
fun like you've 
never imagined. 
Go ahead. Put on 
your party pants. 








(05) TOY STORY MANIA! OR 
DISNEY PRINCESS: MY 
FAIRYTALE ADVENTURE 


Showcase your gaming skills 
across a series of engag- 

ing minigames and exciting 
shooting galleries as favorite 
characters like Woody, Jessie, 
and Buzz Lightyear deliver 
carnival-style fun in true Toy 
Story style. Or become the 
Fairy Godmother's apprentice 
and use your magic wand to 
stop an evil spell cast over 
the kingdoms of your favorite 
princesses: Cinderella, Ra- 
punzel, Ariel, Tiana and Belle. 





@) DRAGON'S 





@B) ANY PRE-OWNED 








suites 


DOGMA 


Step into arealm that rivals 
your own in realism, detail, and 
freedom. Lose yourself in an 
epic quest that's destined to 
rewrite the pages of gaming 
history. In this world where 
mythical creatures roam at 
large and merciless enemies 
threaten to murder your ambi- 
tion, you make 
the decisions— 
and you suffer 
the conse- 





quences. 





GAME $29.99 
OR ABOVE 


There are literally hundreds of 
pre-owned games to choose 
from and apply this $10 off 
coupon to. For example, usually 
priced at $44.99, play through 
Ghost Recon: Future Soldier for 
only $34.99. Dive into the gritty 
world of Max Payne 3 for the 
Same bargain price. Or prepare 
for Halo 4 by playing through 
the most recent Halo release, 
Halo Reach, for a discounted 
price of $19.99. It's simply a deal 
too good to refuse. 





ESRB 


3) GEARS OF WAR 3 





In the thrilling finale to the 
Saga, the hopes of humankind 
sit heavily on your shoulders 

as the war rages on. Continue 
the fight against the menacing 
Locust with Marcus Fenix, griz- 
zled war hero and the leader 

of Delta Squad. Experience 
heart-pounding action and 
enjoy improved 
cooperative 
and competi- 

- tive multiplayer 
on Xbox Live. 











(02) WARHEAD 7.1 
WIRELESS HEADSET 


The Warhead 7.1 Wireless Sur- 
round Headset for Xbox 360 
provides the competitive edge 
you're looking for with a combi- 
nation of performance, comfort, 
and convenience. 7.1-channel 
Dolby surround sound throws 
you right into the game with 
directional awareness anda 
spacious audio landscape that 
allows you to hear your enemy's 
approaching footsteps, long 
before they can squeeze off a 
successful shot. 


os XEROX 
es ATS 
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Armageddon places you in 
the role of Darius Mason, who 
must save mankind from an 
unspeakable evil. You must 
travel across the storm- 
blasted Red Planet—and be- 
low the surface—as you take 
up arms against a terrifying 
new force. Will you be able 

to uphold 
your family's 
tradition of 
fighting for 
freedom? 








'2) POWERA FUSION 
TOURN. CONTROLLER 


Tournament gamers know: every 
advantage counts. The fraction 
of asecondit takes for your 
controller to register a precisely 
timed shot could be the differ- 
ence between first place and 
first fail. The slip of ahand could 
mean an unwanted button push 
breaking an otherwise perfectly 
executed combo. You know you 
can't leave these things up to 
chance. You need equipment 
that's worthy of your skill. No 
compromise. No exceptions. 
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"ONE OF THE GREATEST WORKS OF GAMING ART IN OUR GENERATION” 


“UTTERLY 
GOBSMACKINGLY 
ARRESTING’ 


“SOMETHING 
NO ONE 
SHOULD MISS” 


* Polygon 








“PURE 
PRESENTATION 
AND BREATHLESS 


rt 


“L ACTUALLY 
S00 UP 
AND CLAPPED” 





Esl | 


“ITS GROSS, 

T'S GORY, BUT 

ITS MOSTLY 
JUST AN 





“TF YOU ARE 
__A FAN OF THE 
SU eS 


THIS GAME 


_ WILL SATISFY 
+ YOUR HUNGER” 
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OUTSTANDING GAME” 
WRICINEMA 
= P { BLEND 
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Best Buy Exclusive! The Walking Dead Limited Edition includes 


BUY | unique cover art and a poster - not available anywhere else! 
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With a new team at the helm, EA's co-op series is set to explode 


rmy of Two did well enough at its 

early-gen debut, but has yet to break 

into the shooter elite occupied by 
such games as Call of Duty and Gears of War. 
The franchise may have its best shot yet at 
dominating the genre with The Devil's Cartel, 
which comes by way of a certain developer 


known for excessive gore and brutal gunplay. 


Visceral Games brings its Dead Space 
expertise to The Devil's Cartel in a major 
way. While you won't be rewarded here for 
removing limbs, Visceral's penchant for 
violence still bleeds through. Sure, shots to 
the arms and legs detach said appendages, 
but | witnessed even more explicit injuries, 
such as shotgun blasts that seared the skin 
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off ribcages and brutal melee kills where 
knives got jammed upwards through skulls 
and clean through thighs. 

Visceral's talent for creating action- 
filled setpieces—honed to an art in the Dead 
Space games—will also get a workout in 
Devil's Cartel. One such sequence included 
a rooftop shootout at a drug lab where 
one team member covered the other with 
helicopter fire while he crossed a chasm 
between buildings via a downed antenna. 
After the friendly chopper went down, the 
formerly skybound teammate found himself 
hanging precariously; the makeshift-bridge 
crosser grabbed his arm just as an incoming 
enemy craft came strafing. No problem: The 





Words: Dave Rudden 


duo whipped out their pistols with their free 
hands and took out the pilot. 

As ever, there'll be lots of occasion for 
co-op-fueled destruction. Perform acts 
of skill (such as flanking enemies and per- 
forming melee attacks), and each member's 
“Overkill” meter grows. When full, one 
player can cash it in for a few clips of super- 
powered ammo that pulverizes enemies and 
environments even further. Or the duo can 
cash out simultaneously, which slows down 
time so they can pull off amped-up stunts 
with greater precision. Fortunately, Overkill 
won't be activated until the game releases, 
and the intervening time should fly by like so 
many bullets and limbs. © 
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True to Visceral form, enemies 
explode as much as the 
environment. 


ee 








Viet wawwesrh org or call 
800-77-3772 tor more int, 


CONTENT RATED BY 
| = = 








ARMY OF TWO 
THE DEVIL’S CARTEL 


Publisher: EA 
Developer: Visceral Games 
Platforms: PS3, Xbox 360 


Mimi mA CT 
ACLEAOL 


i 
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A 


LAYER/ONLINE 
Up to 2-player cooperative, 
local or online 





=~ 
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CENRE 
iJ ef Uh 


Third-person shooter 
SUITABLE FOR 

Those seeking tighter teamwork 
and gorier kills 







@ similar gunplay, 
explosions, gore... 
and its own brand 
of Co-op. 





Scan the QR code with 
your smartphone to watch 
the official trailer for Army 


of Two The Devil's Cartel. 


Ofer iO 





\ Between teamwork bonuses and destructible \ While you're there, file this crazy shootout under 
cover, movement and communication are key. “U" for “Unexpected Forms of Cover.” 





AA 
N\A 





y 
¥ Crazy gore befitting the Dead 
Space pedigree 
¥ Co-op requires teamwork 
and provides intense action 
x ui NOT SO GREA 


% The new cast might not buck 
the bland storytelling 


% Will Gears of War: Judgment 
overshadow this Army? 
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he Lost Planet series has 

experienced ups and downs, from 

its stellar and surprising launch 
out of obscurity with the original game 
to the first sequel's lackluster focus 
on multiplayer over story. Though its 
developer, Spark Unlimited, may be new 
to the series, the third Lost Planet's 
frozen world, giant mech suits, and 
somehow even bigger enemies have a 
warm and pleasant familiarity. 

In arecent demo, the different scales 
and environments of the settings in Lost 
Planet 3 were all on display. Taking place 
a few hours into the game, protagonist 
Jim Peyton—a simple space miner—has 
to brave the alien world's dangerous 
caves to fix some broken equipment. 
Early in his underground sojourn he 
meets and kills his first Akrid, the native 
insect creatures of the icy planet, E.D.N. 


lll. As the action shifts to a cover shooter, 
Jim takes out the human-sized wasps one 


by one. Unfortunately for Jim, these are 
some of the planet's smaller creatures. 
Battling his way to the surface, Jim 


attempts to fix the relay, but runs into one 


of the game's less forgiving creatures, a 
gargantuan beast that's a mix between 
eYeelgo)Colam-lalemae-|oe-lilemer-leRjalele)s ne (ind 
poison from its tail. After blasting 4.” 


away at the beast's big orange f ” 


weak point (quite the helpful ee gt 
evolutionary trait), the monster . 
books a hasty retreat. This gives Jim 
a chance to hop into a nearby Rig, a huge 
mech suit used for mining. 

While the Rig wasn't designed for 


combat, Rig-enhanced Jim does pretty well 


against the Akrid now that the two are of 
equal size, and the game briefly becomes 
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Attack of the frozen bugs = Words:Henry Gilbert 


ACCORDING TO JIM \\ 


a first-person boxing match as the former 
beats the latter silly. Once it's dazed, out 
come the Rig’s drill, and the alien insect 
dies in an impressively brutal fashion. 

This demo gave a good sense of Lost 
Planet 3's gameplay variety and unique 
sense of scale. It also displayed the 
benefits of refocusing the story on one 
man instead of Lost Planet 2's collection 
of nondescript mercenaries. Can the final 
game reclaim the franchise's past glory, 
or will it be met with a reception to match 
its chilly environments? ® 






It moves a little 
slowly, but the 
Rig's perfect for 
bug stomping. 
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A Battles inside the Rig shift to first person, the 
perfect vantage point for punching a giant bug. 


a 
; 
: 





MB WATCH OUT FOR STINGERS! \\ 


TIPPING THE 
SCALES 


Early impressions of 
Lost Planet 3 prove 
that the game has 

a real sense of scale 
when it comes to its 
boss battles. You're 
often outmatched 
by creatures at least 
as big as the one 
pictured. That size 
discrepancy makes 
it all the sweeter 
when you can finally 
jump in one of the 
giant Rig mechs and 
fight on more equal 
footing. 


4 Rigs have more tools to kill bugs than just 
fists, including this grapple wire. 





Just like in the previous games, the Akrid store 
their life-giving thermal energy in bright orange spots on their bodies, making for 
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obvious weak points. Be sure to shoot for those, provided they don’t kill you first. 
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LOST PLANET 3 


Publisher: Capcom 
Developer: Spark Unlimited 
Platforms: PS3, Xbox 360, PC 


Early 2013 


Up to 4-player online 


Third-person shooter 


People who wish the Gears of 
War series had less blood and 
more snow 


8 In Earth Defense 
Force 2017, you 

| get to kill giant 
~ insects without all 
the human drama. 


WANT MORE? 
SCAN THIS! 


Scan the QR code with 
your smartphone to 
watch the official trailer 
for Lost Planet 3. 


WHAT’S GREAT: 

# Interesting mix of 
environments 

# Large enemies actually 
feel really, really big 

¥ Novel and satisfying 
approach to mech combat 


WHAT’S NOT SO GREAT: 
% How close will this release 
to the similarly themed 

Dead Space 3? 
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You're a SimCity 4 player, aren't you?" 
mW one keen Maxis developer commented 
— to me, as he observed the slightly iso- 
metric and max-distance camera angle that | 
settled on while playing the upcoming SimCity 
reboot. He was on the money: | jumped right 
in, attempting to reconcile the new with the 
old, with admittedly middling results. This is a 
city simulator, after all; it's tough to become a 
civic virtuoso on your first time out. 

Then again, | always try to replicate my 
Super NES SimCity success with every new 
installment: build some residential zones over 
here, some shopping centers across the way, 
and stick a whole slew of factories in some 
corner, where they can't pollute the rest of my 
city. Plop down a few police and fire stations, 
clinics, and schools, and call it a day. Turns out, 
keeping up with my Sims' needs was trickier 
than | thought, and | found myself pining 
for the SimCity equivalent of a government 
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bailout (aka a quick money cheat to keep me 
up and running). 

With this SimCity, things are dif- 
ferent, and a lot of that owes to the larger, 
multi-city sandbox that you get to play in. 
Specialize your various cities—say, oneasa 
high-value residential suburb, and one as an 
industrial istand—and they all work together 
(or try to, anyway) in something approaching 
harmony. Everything from job markets to 
utilities to disaster coverage plays out ata 
regional scope; the developers assure me 
that once | learn how to juggle this aspect, 
I'll never want to go back to a single-city 
mayorship. 





PLAYS OUT ATAR 





SimCity's feedback mechanisms are a lot 
more intuitive, too. In addition to the usual land 
value and service coverage overlays, you receive 
pretty consistent feedback from the Sims 
themselves—in the form of clickable thought 
bubbles, and clear visual indicators (such as 
a line of cars literally jammed up bumper-to- 
bumper when you've got an overly congested 
roadway). You can even click on individual Sims 
(or their vehicles) to learn where they've come 
from, where they're going, and what they're 
doing. It's rather impressive to see every little 
thing simulated at this level of detail—but then, 
this is SimCity, after all. If any game's going to 
show everyone how it's done, it's this one. 
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City specialization echoes what we 
saw in SimCity Societies, which 
Maxis allegedly drew lessons from. 








No SimCity would be complete without a disaster, or seven— 
after all, what fun is it to build a thriving metropolis if you don’t have equal opportunity to 
| tear it down? So far, Maxis has confirmed such catastrophes as tornadoes, earthquakes, 
| meteors, and UFO attacks. All | have to say: Where the heck is my giant monster!? 


THE NITTY GRITTY 


GLOBAL COMMODITIES MARKET 


+ @ « 4 
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ESRS 
SIMCITY 


Publisher: EA 
Developer: Maxis 
Platforms: PC 


March 5, 2013 


Up to 16-player cooperative 
online 


Simulation 


Urban planners, statisticians, 
doomsday planners 


Wa It's a couple years 
i te at this point, 


Met Similar itch. 


WANT MORE? 
wo) AN by 


Scan the QR code with 
your smartphone to 
watch the official trailer 
for SimCity. 


WHAT’S GREAT: 

¥ Multi-city angle works well 

¥ So detailed you can learn 
and follow the patterns of 
an individual Sim 


Lots of helpful feedback 
mechanisms 


WHAT’S NOT SO GREAT: 


% Easy for new players to 
lose control of their budget 


% No giant monster (yet) 
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SOUL SACRIFICE 
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Publisher: SCEA 
Developer: SCEJ/Marvelous 
Platforms: PS Vita 


2013 


Joos ae Be 


Up to 4-player online 


Action-RPG 
Creepy monster hunters 


The Monster Hunter series 
ae clearly inspired 

f y Soul Sacrifice, so 
try this recent Wii 
entry to see if you 


like the originator. 





WANT MORE? 
mo) AN by 


Scan the QR code with your 
smartphone to watch the 
official trailer for 

Soul Sacrifice. 


WHAT’S GREAT: 


¥ Uniquely creepy visuals 
¥ Interesting choices in battle 
¥ Online multiplayer for Vita 


WHAT’S NOT SO GREAT: 
% Nebulous 2013 release date 
for North America 
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The bosses in Soul 
Sacrifice are far 
creepier than the 

| dragons and trolls of 
most fantasy games. 


Bs 





eee 


Whot would you give up to win? 


ction-adventures patterned on Capcom's 

smash-hit Monster Hunter are an 

ongoing phenomenon in Japan, so many 
developers are trying to put their own spin on 
the genre. Outspoken Mega Man creator Keiji 
Inafune is teaming with Sony to create one such 
adventure for the PS Vita. It'll have the expected 
focus on multiplayer monster hunting, but also a 
mature, disturbing style all its own. Beyond all the 
fantastical adventure trappings, it asks a bigger 
question: What would you give up to win? 

Up to four Vita owners can team up either 
locally or over Wi-Fi to enter a dark world and 
Start chasing after monstrous creatures, such as 
a multi-headed, misshapen Cerberus. Teamwork 
is important, but the elaborate arsenal of attacks 
your character can execute makes it hard to not 
get carried away pounding on enemies by your- 
self. You should try and help your friends take 
out the macabre monsters, because you'll be 
counting on them when it's time to sacrifice. 

When either a team member or monster 
dies, the other players have to choose to save or 
sacrifice their soul. Saving a team member revives 





Though you can fight 
| on your own, you ll 
live much longer as 
part of a team. Up to 
four players can join. 





them at the cost of some of your health, while 
sacrificing them kills them for the round, but casts 
a powerful spell. Dead bosses give teams similar 
choices; saving a soul grants defensive bonuses, 
Sacrificing increases offensive power. 

You'll face these choices often. Soul Sacrifice 
rarely lets up on the action, throwing one hor- 
rifying enemy after another at you. The more 
mature approach to monster hunting could have 
Significant appeal in the U.S. as well as Japan. Will 
this be the game that finally makes an Eastern 
phenomenon a Western obsession as well? @ 
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= orgoing the cute presentations and an- 
thropomorphic characters featured in most 
- platforming games, Puppeteer offers a 
decidedty more twisted take on the kid-friendly 
genre. Starring a little boy turned marionette, 

the game includes all the jumping, collecting, and 
boss-battling you'd expect from a platforming 
experience, but complements it with a style more 
likely to spawn nightmares than Happy Meal toys. 
For starters, at the very beginning of the game 
the young protagonist loses his head to an angry 
bear. Things only get more bizarre from there. 
During my hands-on session, | was befriended by 
a witch obsessed with some magical shears, navi- 
gated a kitchen full of attacking utensils and frying 
pans, and collected disembodied puppet heads. 
That last part is especially noteworthy, as 
switching noggins provides powers and perks. 
After donning one that looked like a burger, for 
example, | was able to reach a previously inac- 
cessible area. On top of the wayward skulls, | was 
armed with the scissors, allowing me to slice 
through menaces and scale spider webs. More tra- 
ditional mechanics, such as jumping and evading, 
also feel fresh thanks to the levels’ unique way of 
dropping into place like puppet-show sets. 

My demo concluded in a dark fairy tale castle 
where | tangoed with a cloth knight that hung from 
a rod like a set of drapes; you can bet those magic 
scissors came in handy. Based on my time with 
the bizarre-in-the-best-ways Puppeteer, | look 
forward to losing my head all over again when it 
arrives next year. © 


PUPPETEER 


Publisher: SCEA 
Developer: SCE Japan Studio 
Platforms: PS3 


2013 
Single-player only 
Platformer 


Kids immune to nightmares 


While not nearly as creepy, 
7 LittleBigPlanet 
also offers a 
. refreshing take on 
the familiar plat- 
forming genre. 


Scan the QR code with your 
smartphone to watch the 
official trailer for 

Puppeteer. 





WHAT’S GREAT: 

‘ago Inventive platforming 
mecnanics 

# Wildly inspired style and 
presentation 


WHAT’S NOT SO GREAT: 
re 


% Could its bizarr 
limit its appeal? 


premise 
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Heads roll in Sony’s refreshing new platformer 














Words: Matt Cabral 
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Using your scissors on this screen-filling foes’ 
claws and teeth is the only way to defeat it. 





Magic scissors, dubbed Calibrus, play an integral 
role in both battling foes and navigating. 


away) 


“asic it wasn't already weird enough, 








ca 


. Puppeteer also features ahovering 


kitty capable of unlocking hidden 


areas. Move the cat over the environ- 


a 


mient with the right Stick, searching for 
“mysterious trembling objects; once 
~ the furball's i in place, apress of L2 will - 


: reveal secret areas and challenges. 
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FUSION 


TOURNAMENT CONTROLLER 
so) am. 4 ole),4 3606 and PS3. 


CYCLE 
THROUGH 
5 LED 
COLORS 








“It is one tight, 9 
_ fine-feeling controller.” 


Kotaku 
DEVELOPED WITH PRO GAMERS 











PERFECT ANALOG CONTROL INTERCHANGEABLE GRIPS BRAIDED 9.8 FT. CORD PROTECTIVE TRAVEL CASE 
Finely tuned analog modules Two sets of grips offer Wired for tournament Stores and protects 
for improved accuracy multiple styles of comfort play and regulations during travel 


PNVPAN| AY 1 8 = 


Learn more at PowerA.com N OW } A 
os UE Fests : PowerA 
dene ogy AT B E ST B U Y Amplify Your Experience 


©2012. Bensussen Deutsch & Associates, Inc. (BDA) BDA, PowerA, the PowerA loge, FUSION and Amplify Your Experience are trademarks of Bensussen Deutsch & Associates, inc. “PS3” is a registered trademark of Sony Computer Entertainment, Inc. 
This product is not designed, manufactured, sponsored or endorsed by Sony. FUSION Tournament Controller for Xbox 360 is manufactured under license from Microsoft Corporation. Xbox 360 is a trademark of the Microsoft group of companies. 
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RETAINING THE FLAVOR LONGTIME FANS DEMAND 
WORDS: ALEXANDRA HALL 


It's beautiful from up here, | 
but the Necro-infested Tau : 
Volantis will make Hoth feel 

like a visit to the Ice Capades. 
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saac Clarke, long-suffering engineer 


turned space-zombie slayer, can't 

seem to catch a break. The first two 

Dead Space games were harrowing 
enough (understatement), but this time 
Clarke's volunteering to explore a planet 
full of Necromorphs. What could possibly 
reToMU gel ale rg 

Kidding aside, that's the exact ques- 
tion some vocal fans have been ask- 
ing ever since the first Dead Space 3 
details burst out of some poor sod's 
chest. From the start, DS established a 
particular mood and atmosphere, most 
frequently of abject terror. With DS3's 
newfangled co-op and other changes, 
they wonder, can it really feel like a legit 
DS game? 

Absolutely, says Steve Papoutsis, the 
game's executive producer. “We don't 
want to be an action game, we don't want 
to be a horror game, we want to be a 
game. In order to make a DS game, you 
have to have great atmosphere, great 
sound, thrilling moments, action, terror, 
and horror. If you have all of those things, 
you can have a DS game." 


YOUR BFE 
In another game this sinister 
red-eyed fellow would be an 
enemy, but, nope, he’s just 
your co-op pal Carver. 
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fter checking out the current demo, 
| see where he's coming from. Certainly, 
the co-op option is novel (see "Better 
With a Friend?” p43), and Isaac's more 
agile than before (see “It's Gotta Be the 
Shoes,” p42), but the game still feels like 
DS. It's beautiful, highly atmospheric, 
sports epic setpledba trays revolting 
monsters in your face...So far, it seems 
like a pretty healthy specimen. 

“This is the biggest DS game we've ever 
made—it's way bigger than the last one. 
And it's not as linear. There's more chance 
to explore,” Papoutsis elaborates. “We 
have lots of beta-path missions, which 
aren't part of the A-to-B progression. So 
you can go through and decide to kinda 
go off the rails and check out a different 
spaceship, or another research facility.” 

A series that started as a fairly 
straightforward exercise in Resident 
Evil 4—style action looks to be evolving 
into a looser but more confident— 





_ there's an opportunity to tell lots of sto- 









even ambitious—take onhorror — 
action. Rather than dilute, it's likely 
that new elements—such as optional 
co-op, weapon crafting, and slightly = 
faster combat—will help stave off fo 
mula fatigue and keep DS3 feeling fresh. f 
So, could DS3 finally mark the end of . 
poor Isaac's misery? "The way we look 
at it is that the universe is really big, so 





ries. What we're hoping to do is make the 
most high-quality game we've ever made 
and then see what our players think. If © 
our players are excited to hear more DS 
stories we'd be happy to make more." 
Isaac, bless his tortured soul, might not 
be off the hook yet. 


@ 
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Isaac's survived insane monstrosities aboard a Planet 
Cracker and an orbital city; where next? Early in the game 
he'll explore the Lost Flotilla, a loose group of infested 


derelicts floating in the void. He himself can float to travel 


between them, using the zero-g controls introduced in DS2 
and can use a fast-travel feature to zip between visited 
wrecks. A bit later he and Ellie crash-land on the ice planet 
of Tau Volantis. When he comes to, she's nowhere to be 


found, so he stumbles out into the blizzard to seek refuge. 
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will be further still i in DS3. Better yet, a 
sites of the dash button now sends 
_him into a commando roll, which will be 
‘Uber-handy for dodging Necromorph as- 
saults. Further, clicking the right stick will | 
make him crouch. While youcancrouch ~~ 
‘whenever you want, running up to a piece 
of cover will cause Isaac to automatically 
huddle against it, making it easy to both 
take cover from incoming fire and pop up 


to shoot at more distant foes. > 
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Remember Twitchers? These | - 
high-speed Necros rush. 


you at light speed and then 
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DS3 introduces drop-in, drop-out “addi- 
tive" co-op, which will help flesh out the 
game's lore and backstory. 

Here's how it works. When solo you 
always control Isaac, but at any time (un- 
less you disable co-op) another player can 
join your game and play as Sergeant John 
Carver, a hardened soldier wearing similar 
gear (see “A Fun and Crazy Guy,” p45). 

A lot of stuff changes when Carver's 
around. Certain doors will only open in 
co-op, and will lead to side quests that 


expand on and clarify various plot points. 


What's more, at certain points each 
player experiences different events, of- 
ten due to the lingering psychosis of one 
character or other. For example, at one 
point an audio log played differently de- 
pending on which character | controlled. 
A more dramatic example occurred 
upon passing through one of those 
co-op doors. Carver suddenly started 
hallucinating wildly, crumpling up into a 
crouched, shaking ball; a glance over at 
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LL ONLY 
OPE! 


6 SseTrTrerR WITH A FRIEND? 


his player's screen showed a psychedelic 
parade of nightmare images. Real-world 
Necromorphs chose right then to attack, 
so | had to fend them off while the de- 
fenseless sergeant gathered his wits. 
You can choose to play with only 
friends, join another player at any stage 
of their game, or skip co-op entirely. Vis- 
ceral calls the co-op "additive," because 
it's intended to only add to the game; it's 
not required and you won't be penalized 
(much) if you choose to forego it entirely. 





4 Each player scores different, random 
loot, which should save on arguments. 
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4 There’s no friendly fire, so feel free to 


waste all your ammo on your “friend.” 


A Sergeant Carver cuts a sharp figure in. 
his custom red-and-black hazard suits. 
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_ Why did you add 
- CO=-op? 

.,, At the end of 
».. Dead Space T's 
development, 
Be) ate) wolf) 9) (3 

_ don't know this, 
». but we actually 
turned co-op 

: rela Mr-laleRat-le male) 
Isaacs running around, just to see what it 
would be like and to see if we could do it. 
Obviously at that point in development 
and with that story it didn't make a lot 

of sense. In Dead Space Extraction we 
allowed co-op. In DS2 we had competitive 
multiplayer. In DS3 we're going with co- 
op. It usually comes out of what the story 
demands, and where the story is taking 
the player. 





How much will survivability factor into 

gameplay? 

When you initially get to Tau Volantis you 

actually have to deal with the tempera- 

tures, but we didn't feel that that was a 
threat we wanted to carry through the 

whole game. So for a portion of the game 
_ you actually have to deal with the tem- 
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Wave att extremities... 


A REAL CUT-UP 
Dissection is still your 
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off some limbs. whenever foes 
ite 





peratures, but once you get a functioning 
suit you're okay. 


Were there aspects of DS7 that lost 
emphasis, that you'd like to return to? 
There's nothing really that pops out other 
than just kind of those core tenets that 

| talked about. All of those elements are 
required to make a DS game so we don't 
want to lose the atmosphere, the tension, 
the thrills, the intensity, the terror, the 
horror, all of those things are important, 
so we have all of those things in this game. 
I think the story is what drives how much 
of any of those things we have, and in 

this game when people sit down to play it 
they'll see the stakes are pretty high and 
there are some serious events that | think 
people will be a little shocked about. 


Lots of games have cover systems these 
days. Is it something in the air? __ 
For us what it boils down to is what does 


the player expect? So in games where you _ 


have projectile weapons, ballistic weapons 


- like you do in DS, the norm is to have 


cover. So if you have guys shooting at you 
you want to be able to go into cover. We 
didn't want people to feel that they were 






> ee AN 


limited or that the game was not competi- 
tive per se in terms of the other ballistic- 
projectile-based games. We really just put 
that in there to make sure it felt natural to 
people now that we do have enemies that 
actually shoot at you. | 


Will there be many human foes? 

No. Adding in the Unitologists was directly 
in correlation with the story. In DS1 you 
had some run-ins with Unitologists. In DS2 
they tried to kidnap Isaac, which was kind 
of messed up. In DS3 it made sense that 
you'd finally face off with them, so we in- 
troduced them. But they don't overshad- 
ow the other enemies by any means. You 
have some very specific encounters with 
them, but it's a good mix of Necromorphs 
and humans, and it definitely doesn't skew 
more toward humans. 


Prior games let you clear rooms and feel 
fairly safe. Have you made changes to en- 
emy spawning? Maybe have random ones? 
We've actually been playing with [the] 
spawn system as well. That is another 
place where we're subtly innovating to 
keep players on their toes. But we don't 
want to tip our hands about that quite yet. 
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Isaac, unusually, is an engineer, and in 
DS2 he MacGyvered his trusty plasma 


cutter. Visceral is fond of this little 


character trait, so DS3 will feature a 
full-fledged weapon-crafting system. 
You start with a frame and add up to 
five more parts, which confer different 
projectiles or damage properties. For 
example, one of my guns in the demo 
mixed a rocket launcher up top witha 
rivet gun below, and shots inflicted a 


poison effect on foes. 


' Wasa 
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Meet your new ally, Sergeant John Carver. Carver's an ex-military 
chap with a chip on his shoulder, who joins Isaac's quest against the 
Necromorphs due to his desire to avenge his family's deaths. Alas, 
this trauma's left him a little off-balance; Carver's got a short temper 
PVOVeW-Ma-yerel-selentmcohc-t-Maavneletcmuet-lmgoyce)oy-lo)\vge-Vccsemmael-3¢-ema{-arcoyerel 
grappling with severe bouts of Marker-related dementia (see “Better 
With a Friend?," p43), whoever plays Carver will see creepy, life-sized 
toy soldiers populating the environments, apparently a reference to 
Carver's slain son. He's good in a fight, though, having all the same 
abilities as Isaac. Which begs the question: If Isaac's an engineer, why 
the heck is he such an effective killing machine, on par witha soldier? 
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Zero-g maneuvers are back; if anything, 
it looks like there'll be more of ‘em. 





You need to find the raw materials 

for crafting the parts first, which you 
can get through enemy drops and 

by deploying a little robot to mine at 
promising mineral nodes. (It returns 
after a set time.) Once you've crafted 
your dream weapon you can save it to 
blueprints, which you can then give to 
co-op partners for easy reproduction. 
PNiteRe(olpmm (elena: leleltia (lie te) (ave my e-[a, <3 
of ammo: All weapons now use generic 
“ammo clips.” Convenient. 
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Hopefully all the new melee parts will 
be as viable as guns in actual combat. 





DEAD SPACE 3 


Publisher: Electronic Arts 
Developer: Visceral Games 
Platforms: PS3, Xbox 360, PC 


February 9, 2013 
2-player online co-op 
Action-adventure 


Survival-horror fans, anyone who 
likes playing games in the dark 


pees Resident Evil 4 and 

(Ano System Shock 2 are 

Bee two important (and 
Se fun!) ancestors of the 


WANT MORE? 
SCAN THIS! 


Scan the QR code with 
your smartphone to 
watch the official trailer 
for Dead Space 3. 


WHAT’S GREAT: 
~ Co-op adds a welcome new 
wrinkle to the series 


@& Topnotch graphics and audio 
# Pushes the DS universe in 
expansive new directions 


WHAT’S NOT SO GREAT: 


% Necromorphs a little tired 


% Single-player diehards will 
miss out on some content 
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ight before the system's November 18 launch, 
the @GAMER staff got its hands on Nintendo's 
new Wii U console and a few of the 23 launch- 
day games, so we wanted to pass on our take for 
anyone still on the fence (or perhaps waiting for 
more systems to be delivered to store shelves). It's 
always exciting when a new game system debuts, 
and probably even more so when Nintendo's doing it, 
because it's anew way to get our fill of fresh Mario, 
Zelda, Pokémon, and its other well-mined (though 
thoroughly enjoyable) franchises. 

Wii U is no different, and gets out of the gate 
solidly—remember how 3DS floundered for a while 
without any Mario or Zelda game?—thanks to a slick 
new Super Mario Bros. adventure as well as Nintendo 
Land's copious use of back-catalog cameos in its 
various "attractions." However, while Wii sold millions, 
it also ended up with a lot of those systems collecting 
dust in closets. It's understandable that gamers might 
want to hang back to make sure that Wii U doesn't 
follow the same path. © 





This way to Wii U Review 
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Potential is crystal 
Clear—1080p Clear, to be exact. 

Often a Work-in-progres< for at ere motion Control was the 

least a Couple of years. Just look Wii's g 
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Overall, We're excited by what 
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eee eee NEW SUPER MARIO 


BROS. U 


Publisher: Nintendo » Developer: Nintendo EAD 
Genre: Platformer 





You've seen Mario dozens of times over the years (heck, this 
is his sixth game in 2012 alone), but trust us, you've never 
seen him like this. New Super Mario Bros. U marks the very 
first time that Nintendo's mascot has appeared in HD, and 
wow, what a difference. It's not so much the crisper lines and 
clearer colors as the extra special effects the Wii U system 
can handle. Something as old as the fireball—which now casts 
ambient light and shadow as it bounces—feels new. 

The GamePad also mixes things up, giving one player — 
NSMBU supports up to five—the godlike power to defeat 
enemies and add blocks with a simple finger tap. This can be 
used for good or for griefing, both of which are pretty fun. 

We wish the Wii U technology was utilized more, and more 
inventively (no camera? no gyroscope? no online co-op?), but 
come on, this is a Mario platformer...it's magic with or without 
the next-gen gimmicks, and looks better than ever. 


MAMA 


OVERALL SCORE: L| DC 





MATURE 17+ 
® 





gery NINJA GAIDEN 3: 
RAZOR’S EDGE 


Publisher: Nintendo * Developer: Team Ninja » Genre: Action 


This director's cut of sorts takes another crack at the ill- 
received Ninja Gaiden 3. Featuring a new playable character, 
more weapons, smarter enemies, and the much-missed 
ability to lop off limbs, Razor's Edge is superior to the 
original version. It's an easy recommendation for anyone 
craving a more mature, action-focused experience. 


IOAN 
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ZOMBIU = 
M 


Publisher: Ubisoft * Developer: Ubisoft Montpellier 
Genre: Survival horror CONTENT RATED BY . 





ZombiU evokes something of a PlayStation 1—era Resident Evil 
feel—albeit with a first-person viewpoint, and minus the inter- 
minably terrible controls. Like any good post-zombie-apoc- 
alypse tale, you're an ill-equipped survivor making your way 
across a ruined city (in this case, London) and barely scraping by 
with whatever you can scavenge. Ammo is scarce, health items 
are scarcer, and direct combat is almost always a bad idea. 

But ZombiU's quirk is its unique mode of persistence: Bite it, 
and another survivor takes up the torch—eventually cornering your 
former, newly zombiefied avatar and inheriting their supplies. Can 
you keep your new character alive longer? If you're super hardcore, 
ZombiU's survival mode rolls out a tense one-life challenge. 

The Wii U GamePad acts as a scanner, inventory menu, and 
handy minimap, though | can't shake the feeling that ZombiU is 
arbitrarily overreliant on the device when some HUD additions 
would suffice. It's a forced gimmick here, so it's a good thing 
that the game wrapped around it is so well-assembled and 
atmospheric. 
















OUERALL SCORE: 
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EVERYONE 10+ 


JUST DANCE 4 bo 


Publisher/Developer: Ubisoft » Genre: Dance/rhythm « * 


CONTENT RATED BY 
ESRB 





HD does wonders for the slick animated clips that match Just 
Dance 4's licensed hits, though the generic gameplay remains 
thanks to its reliance on the same ol’ Wii Remotes. Luckily, the 
Wii U release adds some fun features, notably Puppet Master 
mode, which lets you use the GamePad to choose dance moves 
on the fly to mess with friends. It's an amusing twist that 
makes for a better package, despite the tired core mechanics. 
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8 e Publisher: Nintendo » Developer: FreeStyleGames 
Genre: Rhythm 





Nintendo's karaoke croon-along is agoodtime, witha 
diverse roster of SO songs out of the box (and more available 
online), including tunes from Frank Sinatra, Queen, Lady 
Gaga, and, yes, Carly Rae Jepsen. Sing solo with the included 
USB mic, get a friend to chime in on harmony, or have a party 
and get your friends dancing and clapping along. 












QOWERALL SCORE: 


HTM 4.0 
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EVERYONE 10+ | 
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TANK! TANK! TANK! 


Publisher/Developer: Namco Bandai » Genre: Party 


Every system has its share of iffy launch titles, and Namco 
Bandai's Tank! Tank! Tank! is one of Wii U's. Like many other 
quarter-munchers, this one-time arcade game loses its 
luster when no credits are on the line. You pilot tanks and col- 
lect various machine guns, rockets, and other weapons to take 
down waves of giant foes before a clock ticks down. Ostensi- 
bly a party game, it's not likely to hold your attention for long. 
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hen | was in school, | think | spent most of my time 
WW staring at the wall clock waiting for the bell to ring. | 

couldn't wait to get out of the classroom prison and 
back to whatever game | was hooked on at the time. 

Looking back, I'm sure life would have been so much easier if 
my classes were taught by videogames—and I'm not the only one 
who thinks so. For instance, Rice University in Texas is offering 
a course called “Scandinavian Fantasy Worlds: Old Norse Sagas 
and Skyrim." That's right...the teacher is hoping to use quests 
in The Elder Scrolls V: Skyrim to help her students learn about 
medieval Scandinavia. Now, I'm fairly certain there were no cat 
or lizard people in medieval Scandinavia, but | do like the way 
Professor Donna Beth Ellard thinks. 


In recent years I've read stories about a few schools and 
teachers trying to educate students through the majesty of 
gaming. Some have even begun teaching with Minecraft using 
MinecraftEdu, which is a school-accessible mod designed for use 
in classrooms. These teachers are finding ways to make it easier 
for kids to understand and get involved with the material. 

Minecraft and Skyrim are all well and good to help students 
learn a few lessons, but what would schools be like if the entire 
curriculum was taught by videogame characters? Think home 
schooling, but instead of Mom, your teacher is Ezio. 

That said, videogames can't yet replace actual classroom 
learning. It may just be a pipe dream (for now), but who says we 
can't learn a little something from our hobbies? © 
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ASSASSIN’S CREED II 


Publisher: Ubisoft » Developer: Ubisoft Montreal 
Release Date: November 17, 2009 
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Assassin's Creed II may not be totally 
historically accurate, but | can't think of amore 
fun way to pick up on names and places, such as 
the Borgias—a famously controversial family— 
or Saint Peter's Basilica. 
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Learning about life in Renaissance Italy is Events in Assassin's Creed Il have been embellished, but the 


fascinating, but Assassin's Creed taught me how game provides helpful database entries for more factual info. 
to swear in Italian, and that's really what matters. 
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PORTAL 2 


Publisher: Valve Developer: Valve 
Release Date: April 19, 2011 
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Place two portals on the ground side-by-side. 
Drop a cube into one and watch what happens. 
What you're witnessing is oscillation. Place 









me ccm’ ExcursionFunnel == | ~—s one of the portals above the other and you can 
: cman FESTING ELEMENT ; ; 
ee iii i ee Kueeee wise ms graph the cu be S terminal velocity. 
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Teach With Portals is a Portal 2 Puzzle Maker created by Along with basic physics concepts—gravity, 
teachers for use in the classroom. velocity, etc.—Portal 2 develops problem- 
solving skills important to all fields of study. 
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=r ECONOMICS <== 


EVE ONLINE 


Publisher: CCP * Developer: CCP 
Release Date: May 6, 2003 
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The laws of supply and demand apply in space. 
If one star system has a low supply and high 
demand of a certain metal and will pay more 
for it, buying large quantities of that metal from 
another system and selling will net a big profit. 
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Economic reports are slightly less dull when Economists see EVE as a chance to experiment and simulate 
your virtual corporation stands to make or lose real-life scenarios. CCP even has its own in-house economist. 
millions off rising and falling price indexes. 
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Publisher: Nintendo * Developer: Nintendo « 
Release Date: July 26, 2009 
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I've set up a Strict training regimen: bowling 
to warm up, basketball and swordplay for fun, 
archery and canoeing for arm strain, and golf to 


cool down. Spend 10 minutes on each activity to 
get a good 50-minute class in. 
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| don't know from experience, but | think more goes into Canoeing hurts, even when all you're doing is 
sports than occasionally raising your arms. sitting on your couch making rowing motions. 
My noodle arms were not built for this. 
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SCRIBBLENAUTS 


Publisher: Warner Bros. Int. e Developer: Sth Cell 
Release Date: September 15, 2009 
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“Over the hill | can see a pregnant, zombie 
T-Rex.” In this sentence, “T-Rex” is the noun, 
and “pregnant” and “zombie” are modifiers 
known as adjectives. An adjective’s job is to 
provide descriptive information about the noun. 
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Adjectives provide variety and paint better 
pictures. Saying “That's a fat, ugly cat” tells you 
much more than “That's a cat” does. 


Concise is best. It may be unnecessary 
to point out how fat and ugly that cat is. 
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BORDERLANDS 2 


Publisher: 2K Games Developer: Gearbox 
Release Date: September 18, 2012 
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One shotgun that fires six rounds with 60% 
accuracy, each doing potentially 52 damage. 
Another fires seven rounds with 74.6% accuracy, 


each round doing potentially 36 damage. Taking 
accuracy into account, which gun is better? 
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In the real world, a gun's damage relies on more than | have found it's easier to figure out percentages 
accuracy, but this class isn't about guns. when I have a violent, bloody outcome 
depending on them. 
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to watch the 
official trailer 
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@GAMER Digital Edition delivers all of the previews and reviews on games and gear, 


and wraps it in a rich digital experience. You can read it, search it, listen to it, and shop 
with it on your PC, Mac, iPad or Android tablet 


Check it out now: www.atgamermagazine.com 
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@GAMER includes only the best games in our Top Picks section. 58 FARCRY 3 
If you don't see it here, it's probably not worth getting. 52 CALL OF DUTY: 
@ @@ An average game. Just worthy enough to call to your attention. a BLACK OPS II 

@@ A good game with some flaws. Fans of the genre will probably enjoy it. UE 56 HITMAN: 

~ @ Anexcellent game that we strongly recommend. ABSOLUTION ABSOLUTION 

-__ Anear-perfect gaming experience. 70 DISNEY EPIC 
MICKEY 2: THE 
POWER OF TWO 
MEDAL OF HONOR 
WARFIGHTER 


PLAYSTATION 
ALL-STARS 
BATTLE ROYALE 
5 CALL OF DUTY 
BLACK OPS: 
DECLASSIFIED 
18 PAPER MARIO: 
STICKER STAR 
STORM LEGION 






Disney Epic Mickey: 
Power of Illusion 

0 LittleBigPlanet 
Karting 


Marvel Avengers: 
Battle for Earth 


Silent Hill: 

Book of Memories 

Professor Layton 

and the Miracle Mask 

Sports Champions 2 
} Fl Race Stars 

007 Legends 


" 





e) NOT PICKS 


The following games did 
not make the @GAMER cut: 
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“Rote design and terrible 
voice/gesture controls lead 
to crushing disappointment 
nN tayont for Potter ‘wand-a-bes. 
No, | plan to play The Wii U sold out by Indeed, | will! My in- Yep! Though | really —Neilie Johnson 


on” 


mine with the wrap- the time my indecisive terest isn't fully piqued, mean unboxing, because f (PS Vita): 

ping paper still on. self settled on wanting but | find console | need a Wii U for work. “This half-baked reboot of 
Everyone stuck with one. Now my only launches irresistible, But | still have that new the combat driving classic 
either a black or white hope is to unwrap one and can't wait to see console itch—and I'm crashes with clumsy 

Wii U will be super during the holidays! how the new GamePad legit curious to know if controls and bland presen- 
jealous of my exclusive Santa, are you lis- controller changes the I'll ever love the Wii U's 


tation.” —Andrew Hayward 


candy-cane variant. tening to me?! experience. weird GamePad. 
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I’'s a jungle out there. Act accordingly »* Words: Andrew Hayward 
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| ost folks dream of breaking free of 
| their everyday routine to embark 
| ona lavish tropical escape, but 
when vacation turns violent in Far Cry 3 and 
§ protagonist Jason Brody and his pals are 

, held captive by a psychopathic leader and 

__ his minions, well...your cubicle and commute 

= might not seem so bad. 
Ubisoft Montreal's first crack at the 
_ open-world shooter franchise returns the 
series to a lush island setting not unlike that 
_ of Crytek's original, wherein the natives are 
restless (and well-armed) plus the wildlife 

ist n't much f friendlier. Escaping the grasp of 
:— Vaas—the mohawked maniac at the center of 
_ Far Cry 3's twisted tale—early on, Jason must 
| fight to free his remaining friends amidst a 

| arenes battle between rival factions. 
The Rook Islands are not only a pretty and 
oe inviting face for the game; more notably, they 
_ help make Far Cry 3's campaign a very different 
; experience from the average modern shooter. 
~ Claiming towers (much like synchronizing in 





Spee “ae . : 
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MAKE THE BIGGEST 
IMPRESSION 


oid eatetiy s Creed) lets you see the surround- 
- ‘ings on the map, while you can clear enemy 

_ outposts and take on various other challenges 
inthe world. Moreover, hunting allows you to 
"expand your arsenal, while collected flowers 
a i) be used to generate powered-up elixirs. 

_ However, it’s the story and performances 
that make the bigger impression. Vaas is a 

_ fantastic and unpredictable villain, marked 

_ by crazed outbursts and pitch-perfect voice 
: cit but the istand is full of odd person- 




















3 d y Sor re 

amidst the intense action. It's a different 

kind f flavor for a shooter, and that's what 

_ makes Far Cry 3 so compelling. 

_ Addinco-op play and team-based 

. multiplayer (see sidebars) and the wider 
ckage certainly offers a whole lot to see 

Ps and play, though not always with consistent 

c peaks. Additionally, the console versions 

are marked by frequent jagged edges, along 

with odd glitches and low-resolution videos, 

which take away from the stellar art direc- 

tion. Taken on the whole, though, this is an 

island getaway you'll want to experience re- 

gardless, especially if you're looking to take a 

break from mundane military shooters. ® 
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Look Out 


Online multiplayer is a notable part of the package, 
sha while it loops in familiar elements from other FPS series, it also spotlights some 
unique additions. team-based modes, such as Domination—which has you claiming 
and protecting three nodes—seem like standard genre fare, but the similarities are less 
prevalent elsewhere. For example, anyone on your team can revive a fallen comrade, 
plus each player has a Battle Cry move, which when activated boosts nearby allies’ 
accuracy or maximum health, among other effects. Additionally, you can tag enemies 
on the map, so that teammates can see them more clearly. Multiplayer also offers an 


interesting new feature wherein encrypted data can be found during matches and later | 


decoded, with the results yielding weapon mods or XP. | didn't have a chance to try out 
the full online suite in time for the review, so I'll follow up next issue with my take. 


Issue 25 \\ December 2012 





TROPICAL TYRANT \\ 


SWIWESEGSMEMEAGSZINE OMS CO 


MATURE 17+ 


Mi 


CONTENT RATED BY 
| = 7 


FAR CRY 3 


INFO 
Publisher: Ubisoft 


Developer: Ubisoft Montreal 
Platforms: PS3, Xbox 360, PC 


SUVL30 3WV9 


Reviewed on: PS3, Xbox 360 


RELEASE DATE 
December 4, 2012 


Dit ae > by MULTIPLAYER/ONLINE 
GET JUSTICE \\ | macy's ai is only playab Up to 16-player competitive 








online; up to 4-player co-op 
online 


GENRE 
First-person shooter 


SUITABLE FOR 


Primal souls, open-world 
enthusiasts 








w Cover is your best friend. Use jaa ? . ~~ 
it or lose...your life. a a. a ie = WHAT’S GREAT: 
meen ~ : 2 ia Huge island setting is nice, 

gorgeous change of pace 

¥ |ntriguing, surreal story with 
great performances 

% Plenty to do in campaign, 
plus multiplayer 


WHAT’S NOT SO GREAT: 

% Co-op uninspiring and tedious 

% Console versions lack 
considerable visual polish 


ANDY SAYS: 

It's great to see Ubi Montreal 

take up the torch of this oddly 
unpredictable FPS series and 
put out another worthy entry. 


OVERALL RATING: 









Quads are incredibly nimble, but even sticking Hunting a black panther at night seems incred- 
to the paths might yield roadkill. ibly shortsighted. Hey, it's your vacation! 
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TOP PIC'’S 


CAL 
OF DUT 


The biggest difference is you 


y now you know the drill. Like mili- 

tary clockwork, each and every year 

brings us anew Call of Duty game, 
another heavily scripted yet spectacularly 
cinematic campaign, and the latest incre- 
mental tweaks to an always-evolving yet 
always-familiar multiplayer. The basics, 
however, rarely change. 


Which seems true of Black Ops II at first. 


This entry's set in 2025 and the weapons 
are slightly more futuristic than Modern 
Warfare's—think robot drones, active 
camo, or extra-fancy targeting reticules 
rather than laser beams or spaceships— 
but you're still racing through the same 
short missions and competing in more or 
less the same online modes. 

Until the choices begin... 

Play this mission, or skip it entirely 
and deal with the consequences. Kill this 
major character, or let him live to affect the 
outcome of later moments. Avoid driving 
through that fiery wreckage, or enjoy 
the sight (and guilt) of a horribly burned 
teammate for the rest of the game. Ina 
Surprising twist for the infamously linear 
Call of Duty, Black Ops II's plot branches 
in multiple directions based on the many 
decisions it forces you to make. Some 
appear as obvious button prompts. Others 
you won't even realize existed until you 
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compare notes with your friends after- 
wards. It's a bold experiment for a shooter 
like this, and one that adds to the replay 
value of the single-player side immensely. 

Customization is what improves the 
competitive half, too. The new maps are 
well-designed, but not particularly memo- 
rable; the new perks and weapons pack 
plenty of punch, but don't feel as high- 
tech sci-fi outside the more imaginative 
Mission: Impossible settings and scenarios 
of the campaign. No, it's the ability to 
truly, fully tinker with every aspect of your 
soldier's loadout via a much-enhanced 
Create-a-Class system that evolves the 
online most this year. Inspired by the 
design of board games, Treyarch devel- 
oped agrid of 10 slots that you're allowed 
to swap around however you see fit. If 
you want to give up grenades for a third 
weapon attachment, you can. If you prefer 
the perks in one category to the perks in 
another, you can use a wildcard slot to 
take extra. Call of Duty's multiplayer is now 
extremely individualized and—because 
an equal sacrifice is required for every 
bonus—also remarkably balanced. 

Same modes? Same presentation? 
Same annual experience? Not a problem 
when the best and biggest difference in 
Black Ops Ilis the one you make yourself, 


- a 
ssh hat hte tte ae 








wert 








ee eats 


- ONLINE FOR ALL 


Just okay at Call of Duty multiplayer? 
Tired of competing against the hardcore 
and always finishing last? Black Ops II 
feels your pain and includes new tools to 
ease it. League Play tests your skills and 
then groups you with equally good (or 
bad) opponents, while Combat Training 
simulates multiplayer with offline 

bots. And with Scorestreaks replacing 
Killstreaks—you'll now earn points for 
assisting your team's objectives as well 
EM ante Wi iale mel ble (-t-wele) Wipe (-t-tol-te-1h- Ny 
needed perks can come a lot faster. 


Rock star at Call of Duty multiplayer? 
Black Ops Il has fun toys for you, 

too, like an eSports live commentary 
feature nicknamed “CODcasting" 
(because every rock star needs an au- 
dience) and extra incentive to Prestige 
rank. Plus, the premium parts of the 
Call of Duty Elite service, such as clan 
leveling and expert strategy tips, are 
now free to all. 


Issue eS . December C012 





01 Oe 03 O4 S 

Forget 8-on-8. Now ___ These flying drones Weapon leveling Killing isn't the only 
you can create play a prominent role _ returns, though you way to rack up perks. 
matches with upto in both the campaign _can now Prestige Teamwork also counts 
six separate teams. —_and multiplayer. your arsenal as well. —_ toward your score. 


DEFEND FACILITY =| 









TAP @@ ORDERSQUAD 

HOLO MB ORDER ALL 
PRESS €® TACTICAL VIEW 
HOLO © TO SWITCH UNITS 






STRIKE FORCE \\ 
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CALL OF DUTY: 
BLACK OPS II 


Publisher: Activision 
Developer: Treyarch 
Platforms: PS3, Xbox 360, 
Wii U, PC 

Reviewed on: Xbox 360 
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THE PATH TAKEN \\ November l§. 2012 


(Wii U: November 18, 2012) 


Up to 16-player online or 
4-player local 


First-person shooter 










Everyone knows that zombies’ 


eyes glow blue in the future. Soldiers ready for World War Ill, 


Choose Your Own Adventure 
readers, unmanned drones 





(~ | , 
®& Branching campaign story 


demands a replay. Or three 


© More customization and 
more balance in multiplayer 


¥ Meaty Zombies mode 
(x | y 


% Flashback missions aren't 
nearly as fun as the future 

% Strike Force gameplay is 
unintuitive and unnecessary 


ZOMBIES 3.0 \\ 


There are some dramatically 
fresh components in here, but 
I'm most looking forward to 
messing with Theater mode. 


OVERALL RATING: 


The campaign is most exhilarating when a futuristic 
gadget is introduced. Highlights include this wind- 


 .WMw, surfing suit and a remote-controlled spider camera. y 4 S : | ee 
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v If 47 bought hairplugs instead of 
weapons, he'd have leading-man 
roles knocking down his door. 





Killing in the name of « Words: Timothy J. Seppala 


gent 47 is an assassin with a con- 

science. After second guessing 

his employer's motives in Hitman: 
Absolution's first mission, the genetically 
engineered gun-for-hire goes rogue to carry 
out a friend's dying request. This personal 
story of redemption humanizes the titular 
cloned killer, but the narrative meanders 
as each subsequent mission unfolds; 
Absolution creates a dissonance between 
immediate and long-term goals, clouding 
macro elements of the story with seemingly 
ie-lalelolaiManl(a genre) s) (<1 tht(-t-8 

Although levels flow together cohesively, 

I still don't know what a ride through the 
desert ending with me infiltrating a weapons 
lab, killing a cackling pig-torturing scientist, 
and then escaping an underground research 
facility had to do with the overarching 
mission. It's too bad Absolution doesn't 
maintain the first act's razor-sharp focus. 
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Even when the narrative goes awry, 
however, Absolution's gameplay picks 
up the slack. Smart design keeps these 
otherwise disparate sections from feeling 
disjointed. While infiltrating that weapons- 
testing lab, | overheard two guards talk 
about watching the fights later. The main 
event was on TV in the next scene, and the 
following had me breaking into the back- 
stage area of that bout. 

Agent 47's work is murder and 
Absolution's murder is superb, containing 
some of the best forced-accidental-death 
scenarios of the franchise. To level a service 
station's cluttered parking lot and everyone 
in it, | sabotaged a hose on the nearby gas 
pump and shot at the giant fuel puddle from 





_ HITMAN: PNSISO) RCM EO)\ 





afar. One bullet. Lots of carnage. Setting 
traps and hiding in plain sight as my unsus- 
pecting prey walked into them always made 
atemel(ele A Tidae-liitca|ey-1(e) ap i 

While there are myriad ways of finishing 
each job, securing mission-critical items 
or non-lethal means of success often ~*~ 
felt akin to searching for a bullet amidst a 
sea of spent casings rather than organic, 
curiosity-fueled discovery. Because of 
this, Absolution's already deliberate pacing 
grinds to a halt at times. 

Absolution bases so many of its 
rewards—a higher score or snippets of bril- 
liant overheard dialog (see sidebars)—on 
restraint, it’s disappointing that developer 10 
interactive didn't follow its own example. @ 


oF 
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CROWD CONTROLN\ One of the most technically impressive aspects GOODNESS 
of Absolution is its crowd system. Developer IO Interactive manipulated GRACIOUS... 
its proprietary Glacier 2 game engine to give you even more freedom. In Fisticuffs are 
the above barroom scene, I had a few ways to achieve my objective of the only option 
talking to the bartender in the back. One was to take out a cop peeing in eaaaeen’ 
the bathroom and don his uniform; another was triggering a distraction 


; , everyone else. 
by causing a fight involving almost every patron. You'll die. 


MELLO p | 7 
. 1,350 ii | T \W 
203 oe ser mer : As if you didn't need another 
NON-TARGET CASUALTY ame : = = HOSTILE Se i reason to keep your cool, 
M spore ee” VISIBLY ARMED | »~ ff each time you kill someone in 
.. — 0 St} 64 «Absolution, your persistent score 
3 drops. Dumping your victim's 
body into a nearby closet negates 
points lost for incapacitating or 
killing them. Going into a room 
guns blazing, however, will cause 
your score to drop further into 
the red than the U.S. economy. 
Multipliers are awarded for 
altercation-free sections and 
“signature kills” —murders that 
look like accidents—helping push 
your score up the leaderboards 
and past your pals. 


HEADSHOT 
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Welcome to Hope 


CONTINUE 
RESTART LEVEL 
MAIN MENU 







Absolution features a devious means 
to entice repeat playthroughs of 
each mission. Completing metagoals 
within each scene unlocks new up- 
grades for 47's skills. The conditions 
for success vary in difficulty and style. 
| — Can you make it through an entire 
mm 7 ame FIND “EM ALL level without changing out of 47's 
: oz All kinds of items are hidden trademark black suit and red tie? 
in Absolution, ranging from Good luck. How about eliminating all 
this Mini Ninja desk adorn- of your targets using only signature 
ment to names of publisher kills? Hope you're creative. Collecting 
Square Enix's other fran- weapons and disguises adds to your 
chises dropped throughout score as well. Some benefits (such as 
the game in places you increasing our favorite clone's running 
might not expect. There are speed by 4%) are subtle, while others 
even afewrelics from 47's (such as increasing Instinct regenera- 
previous assignments. tion speed or amount, or decreasing 
the time it takes to choke someone 
out) are much more dramatic. These 
challenges were innocuous at first, 
but quickly started gnawing at the 
completionist in me. 





























4 Agent 47 has always been the 
one who knocks. 
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LAUGH OUT LOUD 
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After descending this 
Cliffside base, you'll 
find this massive sniper 
rifle. Use it or don't...it’s 
totally up to you. 


C 


Set murder challenges 
for your friends in 
Contract mode. Can they 
eliminate these chumps 
with only a screwdriver? 





| had no idea where 
Absolution would go 
from one mission to the 
next. Varied levels kept 
me on my toes. 


D 


Using Instinct allows you 
to pass by these fools 
without breaking disguise 
or them getting suspicious. 
Careful, it’s very limited. 
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HITMAN: ABSOLUTION 


Publisher: Square Enix 
Developer: IO Interactive 
Platforms: PS3, Xbox 360, PC 
Reviewed on: Xbox 360 


November 20, 2012 


Single-player only with asyn- 
chronous elements (see text) 


Stealth action 


Murderous puzzle solvers 


> WHAT’S GREAT: 
¥ Addicting one-more-try 
perfectionism 
¥ Well-written and believable 
voice performances 
~ Freedom to complete areas in 
multiple ways... 


WHAT’S NOT SO GREAT: 
% ..But sometimes there's one 
more “right” than others 
% Story starts strong, but goes 

off-path in short order 


While the main story is slightly 


flawed, bonuses like mission 
metagoals and Contract mode 
give the game huge replay value. 


OVERALL RATING: 
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KEY 2: 
THE POWER OF TWO 


Mickey’s back, and he brought a friend * Words: Jack DeVries 





he Epic Mickey series is one of those 
things that hits all the right notes for 

me. Dark twists on classic favorites, fan 
service, musicals, platforming, puzzle solving, 
co-op play, and branching gameplay paths. Not 
necessarily what you'd expect from a Disney 
game, but that surprise just makes it cooler. 

Mouse House nostalgia fills every inch of 
this action-platformer, but there's no Hannah 
Montana or anything So Raven here—it's 
all the oldest of old school. Cartoon shorts, 
Disneyland attractions, and gigantic memo- 
rabilia combine to create a bizarre universe of 
forgotten Disney history. 

Much like in the original, Mickey uses his 
paintbrush to repaint or thin out the toon 
world around him. Figuring out the puzzles 
and platforming sections is a highlight—with 
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your ability to reveal hidden paths as well 

as create new ones, maneuvering through 
levels is fun and complex. Most areas can be 
traversed multiple ways, providing asense 

of freedom few family games offer. Boss 
battles and combat abound as well, and while 
they didn't live up to my expectations quite 
as much, there are exciting and dangerous 
moments throughout. 

Along the way, Mickey and new pro- 
tagonist Oswald encounter myriad Disney 
characters—some familiar, but some so 
obscure even a Disney-freak like me barely 
recognizes them. As a bonus, the fetch 
quests and collectibles unlock things like the 
classic films the game is based on. 

The best way to play Epic Mickey 2 is with 
motion control and a co-op partner. In fact, 


w Mickey and Oswald work 
together to reach new heights. 








it's really the only way I'd recommend playing. 
If you've got a Wii or PlayStation Move and 

a friend/parent/child to join you, then Epic 
Mickey 2 can be a blast. Sadly, using a regular 
controller (the only option for Xbox 360) is 
arduous and annoying. Aiming is unwieldy, 
turning simple boss battles into chores. 

Likewise, playing by yourself not only 
denies the satisfaction of what is designed as 
a shared experience, but also adds a level of 
frustration. The co-op Al lags a step behind, 
and | often found myself waiting on Oswald to 
unlock a door or zap an enemy. 

Although Power of Two has its share of 
technical problems, the charm, originality, and 
creativity mostly outshine the dark spots. Just 
be sure to play it the way the title suggests— 
two heroes are definitely better than one. 
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Oswald 


S1VL30 SWV9 


Mickey can use his paint to restore the world 
around him. 


SAY HELLO TO OSWALD 


Oswald's remote can be used on numerous 
machines throughout the game. 


It's a Disney game, sure, but this is a darker tale 
than most. 


WWWSaIGamenmeagaZzinecom 
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EPIC MICKEY} 


THE POWER OF TWO 


EVERYONE 





DISNEY EPIC MICKEY e: 
THE POWER OF TWO 


INFO 

Publisher: Disney Interactive 
Developer: Junction Point Studios 
Platforms: PS3, Xbox 360, Wii U, 
Wii, PC 

Reviewed on: PS3, Xbox 360, Wil 


RELEASE DATE 
November 18, 2012 


MULTIPLAYER/ONLINE 
Up to 2-player local 


GENRE 


Platformer 


SUITABLE FOR 
Anyone who loves, or has ever 
loved, Mickey Mouse 


WHAT’S GREAT: 
© Huge, charming-but-twisted 
Disney world 


Branching paths 


Intriguing puzzles and plat- 
forming sections 


WHAT’S NOT SO GREAT: 


9% Awkward camera 
% Poor co-op Al 
% Clunky controls on Xbox 360 






*¢o¢@ ® 


CHARLIE SAYS: 

I've waited so long to play 

Epic Mickey on an HD, non-Wii 
console that even subpar 
gamepad controls won't stop me. 
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Bringing rubber bullets to a gunfight Words: Ryan Taljanick 


ihe modern military shooter is a crowded genre, 


just as World War Il shooters were years ago. 
To compete with such big dogs as Call of Duty 


_ and Battlefield, contenders—even ones as seasoned 


as Medal of Honor—have to innovate if they hope to 
succeed. Unfortunately, Medal of Honor Warfighter 
attempts to just straight up outgun the competi- 
tion. While it’s a serviceable, and at times enjoyable, 
shooter, Warfighter brings little new to the table. 

Its marketing campaign is focused almost en- 
tirely on the promise of authenticity, which is often 
at odds with what you'll actually experience. | doubt, 
for example, it’s common for squadmates to shove 
each other out of cover and into enemy gunfire—but 
my Al teammates frequently did just that. Every time 
| crouched behind a barricade they were scripted to 
run to...bam—I'd get displaced and eat bullets. | also 
doubt that enemy combatants have near-perfect 
accuracy in their shots and grenade tosses, but here, 


While Warfighter's campaign falls flat, its mul- 
tiplayer is a far more coherent entity that includes 
a fistful of modes, tons of weapon customization 
options, unlockable classes (each with a special 
ability), and more. Matches here PE WAU CH Wal geht 
between Call of Duty and Battlefield (but are never 
quite as good as either)—though they're enjoyable 
enough that Warfighter will likely retain a long-term 
online audience. 

Ultimately, Warfighter is a subpar entry ina genre 
where competition is tight. In.2007, it might've been 
amazing; but | can't wholeheartedly recommend 
shelling out $60 on it when Call of Duty and Battlefield 
so handily do everything better. ‘ 


when a hostile tosses a frag, there's never a time that 
it doesn't land directly at your feet. Ever. 

The campaign attempts to depict the strained rela- 
tionships and uncertainty many military families face. 
On some levels it succeeds—I felt for the protagonist, 
Preacher, who was torn between his loyalty to his 
family and his duty. But that story progresses through 
a confusing series of missions, which often seesaw 
between the future, the past, and sideways parallels. | 
frequently lost track of what took place 18 hours ago Dut 
versus 12 hours from now, and many of the sorties had 





little to do with the overarching mission at hand. 


Deadly at long 
range. Can 
deploy proximity 















This class has 
access to one mag | 
of high-powered 
ammunition: 
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CARMAGEDDON \\ 

Surprisingly, some of Warfighter's 
JoY-t-jmer-baeloy-b(epemeslevesl-aelamae)eelmaceyen 
its incredibly tense vehicle segments. 


oyav-Met-lemeat-Relentsielem-M-joleyance-vaeel= 
lugubel.q@e)m\satlalaMal-diom-ma-ra-ell\\ar- lene 
quired hostage) at high speeds while 
trying to escape several pursuers. The 
car felt floaty but responsive, and, for 
that mission in particular, it was easy 
to forget I was playing an FPS. 


TEAM UP * 


‘ 


The greatest thing about Warfighter’s multiplayer is its focus on two-man fire teams—essen- 
tially smaller versions of Battlefield's squads. Teammates can heal and resupply one another, 


Looks neat, huh? Too bad you 
have to download a giant patch, 


install textures, install the game... 


HS 


4 Driving through crowded, uh, alleyways is 
rather...challenging. 


and can spawn on each other when killed. This definitely encourages team play, as working 
together can score your team a ton of points. It even promotes a bit of friendly rivalry, as fire 
teams can compare scores to see which pair comes out on top of the scoreboard. 


www.atgamermagazine.com 


SIVL30 SWV9 [2 





Issue 25 





MEDAL OF HONOR 
WARFIGHTER 


Publisher: EA 

Developer: Danger Close 
Platforms: PS3, Xbox 360, PC 
Reviewed on: Xbox 360 


October 23, 2012 


Up to 20-player online 
First-person shooter 


Shooter fans who absolutely 
cannot wait for the next 
Call of Duty or Battlefield 


* Gorgeous visuals, thanks to 
Frostbite 2 engine 

¥ Gunplay Is tight 

¥ Fire Teams encourage 
teamplay in multiplayer 


% Boring, forgettable campaign 

% Wonky Al that hinders as 
much as it helps 

% Hefty day-one patch 


| applaud the attempt, but it 
seems like Medal of Honor 
Warfighter tried to do too 
much and came up short. 


OVERALL RATING: 


@Q@ 








(1) TOP PICKS 


v Hey Sony, how about a proper y _ 
PaRappa the Rapper revival? 3 | Chop Chop Boom 
oe > — PoRappa's cartoon 
dojo meets 
Killzone 3's giant 
MAWLR. Brutal. 








PLAYSTATION ALL-STARS 


A fan service masterstroke, with caveats 


® 
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LittleBigPlanet never hosted 
battles quite like this. 
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MIX AND MATCH \\ The dynamic stages blend disparate elements 
from beloved Sony franchises. For example, this fabric-heavy 

Jina (=) =) (of adt-Dalcimccdanbelemue-del-jie)aeetcmlelnon-bembeli-de-laaht(-mer-beel-me)meibayA 
fave Buzz!. Elsewhere, a mid-air stage inspired by Uncharted 3's 
death-defying plane sequence references BioShock Infinite. Such 
seamless blending of different worlds is one of its strongest suits. 





FANTASTICAL FIGHTERS 










Even Metal Gear's Raiden and 
Heavenly Sword's Nariko get in 
on the action. 


We reviewed the PlayStation 3 
version, but what we've played 
on Vita is largely identical to the 
console version, and packs in all 
of the same content along with 
cross-play support. Moreover, 
if you buy the PS3 release, you'll 
be able to download the Vita 
game free of charge, letting you 
brawl to your heart's content 
wherever you see fit. 
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PLAYSTATION ALL-STARS 
BATTLE ROYALE 


Publisher: Sony 
Developer: SuperBot 
Enterainment/SCE Santa 
Monica Studio 
Platforms: PS3, PS Vita 
Reviewed on: PS3 


S1ivl30 SWV9 [2 


November 20, 2012 


Up to 4-player online or local 
Fighting 


Die-hard PlayStation fans, 
Smash Bros. admirers 


(w | 
_ & Diverse blend of PlayStation 


fighters 


* Gorgeous, mashed-together 
backdrops 


& Cross-play compatible with 
Vita version 


% Combat lacks refinement 


% Light on modes, with 
half-baked story content 


The idea is strong, but | wish 
Sony put as much effort into 
the gameplay as it clearly put 
into the impressive fan service. 


OVERALL RATING: 
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CALL OF DUTY BLACK 
OPS: DECLASSIFIED 


Publisher: Activision 
Developer: Nihilistic Software 
Platforms: PS Vita 


November 13, 2012 
Up to 8-player local Wi-Fi 
First-person shooter 


People who like Modern 


Warfare's Spec Ops mode, Unit 


13 fans, and people who don't 
expect console-style controls 
on a portable 


~ The Spec Ops-ish approach 
works well 

¥ Adding a timer to campaign 
missions also adds urgency 


@ The timeframe sets it apart 
from other shooters 


% The controls are too loose 
and inexact 


Not getting a demo of a game 
before it’s released is usually 
a bad sign. And we didn't. 


OVERALL RATING: 
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CALL OF DUTY BLACK OPS: 






Now you can really 
run and gun. 


DECLASSIFIED 


Portable Oops ¢ Words: Paul Semel 


t had been a dream of first-person shooter 

fans that, by adding a second thumb- 

stick, the Vita would bring console-style 
gunfights to a portable system. But like its 
disappointing Resistance: Burning Skies 
before it, Nihilistic's Call of Duty Black Ops: 
Declassified shows that shooter fans need to 
keep dreaming. 

Though set between the events of 
the original Black Ops and the new one, 
Declassified doesn't fill in that time with 
an epic, Michael Bay—ishly explosive story, 
but instead consists of 10 connected covert 
missions in the late '70s and early '80s. It 
also awards points for every kill or task com- 
pleted, and this, coupled with an annoying 
lack of checkpoints and the occasional timed 
mission, makes Declassified's campaign feel 
more like Unit 13 or the Spec Ops mode in 
the Modern Warfare games than a portable 
version of a console CoD. Which isn't, unto 
itself, a bad idea for a portable system, but 


4 Looking for a real and portable FPS? Sadly, 
you should keep looking. 


tN 


since this also includes some Spec Ops-—style 
missions in its Hostiles mode, not having a 
real CoD-ish story-driven campaign seems 
like a missed opportunity. 

But the bigger problem is that the controls 
don't feel CoD—esque, either. Even with overly 
aggressive autotargeting, they're way too 
inaccurate, especially when you're attacked 
from above. Similarly, using the touch screen 
to melee or throw grenades is awkward if it's 
a spur-of-the-moment decision, which is a 
real problem in a game of frantic firefights. 
And these shortcomings don't just undermine 
the single-player modes, but the eight- 
player, Wi-Fi—only multiplayer as well. 

While Declassified isn't the portable Call 
of Duty shooter fans were hoping for, anyone 
who enjoys Spec Ops-style challenges or 
Unit 13 will get a good workout here. That 
some of that challenge comes from the waf- 
fling and inexact controls, however, makes 
this a harder sell. © 


A SMALL VICTORY \\ 
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PAPER MARIO: 
STICKER STAR 


Publisher: Nintendo 
Developer: Intelligent Systems 
Platforms: Nintendo 3DS 


5 W130 SWV9 fs 


November 11, 2012 
Single-player only 
RPG 


Gamers who grew up with 
Mario and feel he's gotten too 
three-dimensional lately 


WHAT’S GREAT: 
¥ Quirky and relevant humor 
¥ Limited hand-holding 


¢ Amazing, memorable boss 
battles 


WHAT’S NOT SO GREAT: 

% Few incentives to fight 
common enemies 

% Difficult in ways it 
shouldn't be 

CHARLIE SAYS: 

Show me another RPG as cute IW; 


and colorful. Paper Mario is 
always a refreshing change. 


OVERALL RATING: 
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Taking the series back to its RPG roots 


—with a twist 


urn-based battles make a welcome re- 

turn in Paper Mario's first appearance ona 

handheld. This 3DS game is more than just 
a rehash of the popular console games—Sticker 
Star maintains fans’ favorite parts while introduc- 
ing completely new mechanics as well. 

Mario's adventure begins when Bowser (the 
reason we can't have nice things) breaks the 
wish-granting Sticker Comet into fragments 
which scatter across the land. Kersti, a sticker 
fairy, accompanies Mario and acts as a guide and 
commentator. The witty dialogue the Paper Mario 
series is Known for is genuinely fun and shines 
through the otherwise generic plot formula. 

The tweaked battle system makes Sticker Star 
stand out. Stickers act as single-use attacks in 
turn-based battles. Some types of stickers have 
no effect on certain enemies, so maintaining a 
variety in your limited album pages is a task in 
itself. It's sometimes possible to defeat an enemy 
with less-than-effective stickers, but it's more 
Satisfying to devise the least-wasteful strategy 


The Baahammer deals damage and puts enemies 
to sleep, but they recover health during slumber. 


HIPSTER KAMEK 












possible, which is only attainable through trial 
and error. It's limiting, but this makes the system 
more challenging and deeper than it appears. 
There is no grinding, and no experience to earn, 
so relying on strategy is a must. But this lack of a 
reward system causes battles to feel redundant 
and unwanted. | found myself getting frustrated 
whenever | ran into acommon enemy. 

The vibe extends beyond battles into puzzles 
present in every level. More than once, | consid- 
ered myself stuck due to my lame inability to 
progress. Other times, | simply didn't know where 
the game wanted me to be. 

Paper Mario: Sticker Star is challenging, usu- 
ally in the best way possible, but getting "lost" 
shouldn't be a part of agame's difficulty, and 
common battles should be more than annoy- 
ances. The strategy-intensive battle system 
makes for amazing boss battles, though, and the 
actual puzzles are rewarding. Its quirkiness adds 
a uniqueness few RPGs can compete with, all 
wrapped up in lovable Nintendo-themed flair. 





Pressing A at the right moment results in a more 
powerful, and sometimes bonus, attack. 
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RIFT: STORM 
LEGION 


INFO 

Publisher: Trion Worlds 
Developer: Trion Worlds 
Platforms: PC 


RELEASE DATE 
November 13, 2012 


MULTIPLAYER/ONLINE 
MMO 


GENRE 

Role-playing 

SUITABLE FOR 

Anyone who wants to see two 
dragony despots duke it out; 
fantasy real estate moguls 


S IVL3I0 3SWV9 








@& Dimensions are the reason 


to buy this expansion 

# Player housing has never 
been this big, accessible, 
and entertaining 


& 
% Three times larger conti- 


nents mean three times the 
opportunity to grind 


pos j| Having three times more 


The Legion is coming—and it's rey terrain to romp around and 
bringing its face-eating plants. PAS getting your own place is 
ae nothing but good news. 


OVERALL RATING: 
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a DISNEY EPIC MICKEY: | Ba 
Ee im THE POWER OF ILLUSION Bea 


| Of course, size doesn't matter. | - “> Publisher: Disney Interactive » Developer: DreamRift « 
_ These games are more than | fevs Platforms: 3DS * Words: Matt Cabral 


worth your attention. 

i Inspired by 16-bit era platformers and, more specifically, Sega 
Genesis’ Castle of Illusion Starring Mickey Mouse, Epic Mickey: 
Power of Illusion is packed with all the jumping, collecting, and 
boss-battling you'd want from a retro platformer. 

More than that, though, the mascot mouse’s leap to the little 
screen does a fantastic job leveraging both the 3DS' unique func- 
tionality as well as the defining mechanics of Mickey's Epic console 
counterparts—the top display's inventive platforming levels are 
nicely complemented by touch-screen paint-and-thinner controls 
that literally allow you to shape the world on the fly. 

Toss in a pop-off-the-screen presentation and appearances 
by more classic and current fan favorites than you'd see in a day at 
Disneyland, and this one's as magical as a fistful of pixie dust. © 





MULTIPLAYER/ONLINE OVERALL 
Single-player only RATING: 
GENRE Platformer 
RELEASE DATE 

November 18, 2012 

SUITABLE FOR 

Disney nerds, 16-bit | 
platforming veterans OLOLOk 


rd tires is rivaled only by their extreme flammability. 


oman ||TTLEBIGPLANET 
ees KARTING 


Publisher: Sony Computer Entertainment » Developer: 
United Front Games » Platform: PS3 » Words: Hollander Cooper 





CONTENT RATED BY 
ESRB 


Sony's fun, lighthearted trek through adorable hand-crafted race- 
tracks is a whimsical treat, with fast-paced racing fun that anyone 
can enjoy. LBPK sports both a hearty multiplayer offering and a cute 
single-player narrative. 

While the competitive side is fairly traditional (and that's a good 
thing), the campaign provides a much more in-depth experience 
than most racers, with a story filled with adorable LittleBigPlanet 
cut-scenes and a variety of different mission types. Of course, 
LittleBigPlanet's typical customization options are included, and |'m 
anxiously looking forward to checking out the crazy creations the 
community will cook up. All told, it's the best kart racing this side of 
the Mushroom Kingdom, and that's nothing to be ashamed of. 





OVERALL 
Up to 8-player online, RATING: 
4-player local 
Kart racing 
November 6, 2012 
Karters : fie | 
with a creative bent 3 i) Ke 
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MARVEL AVENGERS: 
BATTLE FOR EARTH 


Publisher: Ubisoft » Developer: Ubisoft Montreal 
Platforms: Xbox 360 Kinect (also Wii U) » Words: David Chapman 


Based on the popular "Secret Invasion" comic storyline, Battle for 
Earth puts you in the Spandex of no less than 20 of your favorite 
Marvel heroes and villains as they duke it out to stop an alien 
invasion from the shapeshifting Skrulls. Though the storyline is 

a bit disjointed and the gameplay can sometimes feel repetitive, 
you can't help but get wrapped up in the comic-book action as 
you shout your battle cry at the screen and pummel your foes 
into submission. And since no comic story is complete without a 
superpowered team-up, the game supports two-player "versus" 
matches and four-player tournaments, along with the single- 
player campaign, Challenge, and Tutorial modes. Just make sure 
you've got plenty of room before you get carried away and knock 
out a buddy for real. 





OVERALL 
Up to 4-player competitive local RATING: 
Action 
October 30, 2012 (Wii U: 
December 4, 2012) 
Hyperactive comic fans e @ 


SILENT HILL: mm 
BOOK OF MEMORIES 


Publisher: Konami * Developer: WayForward 
Platforms: PS Vita * Words: Matt Cabral 


Silent Hill has struggled to recapture the mind-messing magic 
of its earliest successes. Its latest entry, however, abandons the 
focus on psychological scares for an experience that will feel more 
familiar to dungeon raiders than mind-scarred series vets. 

Silent Hill: Book of Memories lets you create a character before 
joining up to three friends to loot, level, and lay waste to uglies in 
a series of interconnected rooms. It's more dungeon-crawlie than 
creepy, but its enemies—faceless nurses!—story, and overall vibe 
are complemented by signature Silent Hill style. 

While it's not a great SH game or action-RPG, it's an admi- 
rable, ambitious take on an aging series and one of the better 
PlayStation Vita titles in recent memory. 


MULTIPLAYER/ONLINE . OVERALL 
Up to 4-player online or local RATING: 
Book Of Memories GENRE Action-RPG 
~N ta al: RELEASE DATE 
% ~ 4 4 October 16, 2012 
SUITABLE FOR Dungeon- 
crawling horror fans 


QQee@ 
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PROFESSOR LAYTON Pj 
AND THE MIRACLE MASK bead 


Publisher: Nintendo « Developer: Level-5 « 
Platforms: Nintendo 3DS © Words: Hollander Cooper 


The Professor Layton series is one of the most charming fran- 
chises of the past decade, and though its first leap to the 3DS 
doesn't stray too far from the proven formula, it's still a refreshing 
half-step forward for the series. Layton is tasked with discovering 
the secret of the Masked Gentleman, an evildoer who has been 
(literally) flying around the town of Monte d'Or wreaking havoc. 
It's a fairly typical Laytonian tale with an interesting twist: The 
Gentleman's mysterious mask has ties to the professor's past, 
and you're treated to occasional trips to Layton's teen years to 
see exactly how this link plays out. The entire presentation has 
been overhauled for the 3DS as well, with brilliant 3D visuals and 
mind-bending puzzles that take advantage of the handheld's ste- 
reoscopic 3D to create one of the best Layton adventures yet. © 


MULTIPLAYER/ONLINE OVERALL 
Single-player only RATING: 
GENRE Puzzle 

RELEASE DATE 

OF od (0) 0] =) ards a 0) Pd 

SUITABLE FOR 

Inquisitive ladies and gentle- 

men interested in puzzles 








s insufficient te escape the atmosphere and soar moonward. 
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SPORTS CHAMPIONS 2 


es. Publisher: Sony » Developer: San Diego Studio/Zindagi 
~.) Games » Platforms: PS3 » Words: Andrew Hayward 





It's difficult to muster much enthusiasm for a game that seems 
content to be the PlayStation Move equivalent of Wii Sports. 

At least the original had less obvious activities, such as bocce 
and disc golf; here, the selection hews towards familiar sports 
minigame fare, such as bowling, tennis, golf, and boxing, along 
with downhill skiing and an improved version of the archery from 
the first game. 

Luckily, there's solid fun to be had here, and it is a more 
refined package than the debut, with no more need for three- 
point Move Controller calibration before events, plus a nice party 
play mode added for local four-player shenanigans. But with half 
of these sports already available as deeper, standalone Move 
experiences, the $40 asking price seems steep for such a light- 
weight motion mashup. 


OVERALL 
Up to 4-player local RATING: 
- Sports 
October 30, 2012 


Pantomime enthusiasts 
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Fl RACE STARS =e QO? LEGENDS 


Publisher: Codemasters » Developer: Codemasters Racing ° Publisher: Activision » Developer: Eurocom » 
Platforms: PS3, Xbox 360 » Words: Michael Grimm Platforms: PS3, Xbox 360, Wii U, PC » Words: Ryan Taljonick 


F1 Race Stars has all the trappings of a typical kart racer, but offers The go-to spy has ups and downs in 007 Legends. On the plus side, 

a bit more challenge. There's no drifting, you need to brake, and there's plenty of fan service and multiplayer is surprisingly robust. 

going off-road slows you to a crawl. That said, some heinously However, many missions end with misguided vehicle segments and 

overpowered items and weapons can trivialize the competition. boring brawls, you rarely use Bond's signature cool gadgets, and even 
The game looks slick and is surprisingly fun for casual play, but the serviceable gunplay falls short. Worse, the campaign doesn't end 

mixing semi-serious driving with broken power-ups is an oil-and- as much as it rolls credits and prompts to check out upcoming (free) 

water situation likely to irritate both parties rather than please. ® DLC. Only hardcore Bond enthusiasts will find enjoyment here. ® 


OVERALL RATING: 3.0 QQQQ@Q OVERALL RATING: 2.5 QQeEQQ 
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CONTENT RATED BY 
ESRe 


WORMS: REVOLUTION 


Publisher: Team17 * Developer: Team17 © Price: $15 
Platforms: PSN, XBLA, PC (all October 10, 2012) 


Yep, it's another Worms game. Team17's undying series of cartoony, 
team-vs.-team strategy games is pretty hit or miss, but Revolution 
falls squarely in the former category. It sticks to the usual formula of 
nutty weapons and offbeat humor (with a witty announcer in tow), 
and builds on that with handy (or hindering) objects, such as explosive 
barrels and water, and a class system that adds supportive Scientists, 
speedy Scouts, and tail-kickin' Heavies to the usual Soldiers. It's a 
blast playing versus friends, and it's a high mark for the series. 


OVERALL RATING: 4.0 
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OKAMI HD 


Publisher: Capcom « Developer: Clover Studio/HexaDrive 
Price: $20 © Platforms: PSN (October 30, 2012) 














CONTENT RATED BY 
ESRB 





It's ashame that Okami HD's title screens wholly omit original (and 
dearly deceased) developer Clover Studios’ credit, as this is certainly 
the studio's magnum opus. Originally released for PS2, Okami out- 
Zelda'd Nintendo's signature series with a unique fantasy adventure 
across mythical Japan, casting you as sun goddess Amaterasu and 
tasking you with laying waste to a reawakened demon overlord who 
threatens the countryside with the usual doom and gloom. 

Amaterasu's arsenal comes by way of a mystical paintbrush, 
whose strokes slice obstacles clean in half, repair broken objects, and 
deliver the coup de grace to fallen foes. Some dozen-ish techniques 
steadily add to your array of options—and if you're crazy enough to 
prefer the PlayStation Move over the standard Sixaxis, you can paint 
those brushstrokes by way of motion controls. 

Six years on, Okami holds up, and it is arguably the best use of cel 
shading ever in a videogame. It might just be me, but the motion-blur 
filter on this HD port is perhaps just a little overdone, though this isn't 
a dealbreaker by any stretch. Through and through, this is still one of 
those rare games that anyone and everyone who loves a fun, colorful, 
good-looking adventure really owes it to themselves to experience. 





OVERALL RATING: 4.5 GF 
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COMBIE DRIVER HD 


Publisher: Exor Studios » Developer: Exor Studios : 
Platforms: PSN (TBA), XBLA (October 17, 2012) 


CONTENT RATED BY 
ESRB 


Price: $10 « 


Zombie Driver HD definitely isn't the worst game around, but it's one of 
the most repetitive: It's a top-down, post-apocalyptic shooter that plays 
like the unholy spawn of the PlayStation-era Grand Theft Auto games 

by way of Crimsonland. It throws lumbering undead at you by the buck- 
etloads and sends you all over creation to taxi survivors and mow down 
the lumbering beasties (with the occasional repugnant zombie over- 
lord), stopping only to fork over new cars and weapon upgrades. It's fun 
for a while, but it definitely grows long in the ol’ brain-munching tooth. 


1@2@ 


OVERALL RATING: 3.0 


www.atgamermagazine.com 





THE UNFINISHED SWAN 


Publisher: Sony 
Price: $15 


Developer: Giant Sparrow 
Platforms: PSN (October 16, 2012) 


I'm still not entirely sure what to make of Giant Sparrow's The 
Unfinished Swan. It wears its super-artsy indie game aspirations on 
its minimalist sleeve, though it is neither overly pretentious (a la Braid) 
nor ruthlessly vague (like Limbo). The stark, white environment that 
comprises the game's first levelis perhaps a little off-putting; lobbing 
paintballs around the blank canvas gives form to an otherwise invis- 
ible maze, and scattered storybook pages (which you run across while 
following the titular swan's breadcrumb trail) spin the tale of a greedy 
king and his monochrome monarchy. 

Once you get past that first level, The Unfinished Swan gets a bit 
more colorful—and more traditionally puzzler-like—and gradually 
begins using the paintball mechanic in slightly more creative ways. 
But seeing as how you can't actually do anything beyond coating your 
surroundings with paint, puzzle solutions aren't exactly tough to 
stumble across. | Suppose the story is the really interesting thing here, 
though, and it actually develops into something with a fair bit of emo- 
tional weight to it. The Unfinished Swan's short length (three hours, 
tops) works in its favor; any longer, and it would be crushed under the 
weight of such mechanical simplicity. 


OVERALL RATING: 3.25 


This is way harder than it looks—and those spikes make it look pretty hard. — 
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PID 

Publisher: Might and Delight » Developer: Might and Delight 
Price: $10 © Platforms: PSN (November 6, 2012), XBLA (October 31, 
2012), PC (October 31, 2012) 


CONTENT RATED BY 
| = 8 = 


Pidis tough. It's a stylish, well-visualized platformer with an in- 
teresting gimmick: Your largely defenseless avatar navigates a 2D 
plane using a pair of light pillars, which act as conveyor belts that 
attach to almost any surface. Even by the time you hit the first boss, 
Pid's turned into a complicated dance of launching and extinguishing 
your luminous beams with timing and precision. It forces you to think 
quickly and spatially, making for a wonderful, welcome challenge. 


OVERALL RATING: 4.25 2) 
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Follow that swan! 





fag 
Yep, that’s...something. 


SKULLS OF THE SHOGUN 


Publisher: Microsoft * Developer: 17-bit * Price: $15 
Platforms: XBLA, PC (both December 12, 2012) 


CONTENT RATED BY 
| SEE 5 =I 


Samurai: cool. Zombies: rad. Turn-based strategy: super-awesome. 
Combine them, and you get Skulls of the Shogun, which chronicles the 
post-mortem campaigns of battle-crazed warlords. Advance Wars fans 
will appreciate it, though it's less transparently grid—-driven than your 
typical turn-based adventure. Units move in a freeform radius, forming 
impenetrable walls to protect generals and weakened troops. Push 
forward, devour downed souls for combat buffs, and wipe your enemy 
from the afterlife. It's a fun, fast-paced game for casual strategy wonks. 


OVERALL RATING: 4.0 @ 
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GAME/PRODUCT ISSUE SCORE 
+ OUT OFS 

007 Legends 25 ao 
eee aaa 
Adidas miCoach 22 3.0 
The Amazing Spider-Man 22 Oued 
Angry Birds Trilogy 23 EAE 
Armored Core V 18 45 
Assassin's Creed III 24 45 
Assassin's Creed III Liberation 24 a5; 
Asura’s Wrath 18 3.25 
SS ES 
Battleship (3DS) 20 2.9 
Binary Domain 18 3.5 
Birds of Steel 20 40 
Brave: The Video Game 21 3.0 
Blades of Time 19 3.0 
Borderlands 2 Za 4.75 
SE 
Call of Duty: Black Ops II Pie 45 
Call of Duty Black Ops: Declassified 25 35 
Capcom Digital Collection 18 3.0 
Crush3D 17 40 
Damage Inc. Pacific Squadron WWII 22 45 
Dance Central 3 23 45 
The Darkness || 17 4.0 
Darksiders || 22 4.25 
Dead or Alive 5 23 3.25 
Devil May Cry HD Collection 19 ZA 
Diablo III 2] 425 
Dirt Showdown 20 40 
Dishonored 24 4.25 
Disney Epic Mickey: 
Power of Illusion 29 3.0 
Disney Epic Mickey 2: Power of Two 25 the 
Dragon's Dogma 20 40 
The Elder Scrolls V: Skyrim 16 ath 
OO EE 
F1 2012 en hea 
F1 Race Stars 25 3.0 
Fable: The Journey 24 49 
Far Cry 3 ra) 40 
FIFA Soccer 13 23 475 
FIFA Street 17 E Wie) 
Final Fantasy XIll-2 17 4.29 
Forza Horizon 24 45 
EMER 
Game of Thrones 20 3.0 
Grand Slam Tennis 2 17 40 
Gravity Rush | 2] 4.29 
Guild Wars 2 23 45 
ea a es 
Halo 4 24 45 
Halo: Combat Evolved Anniversary 16 4.0 
Heroes of Ruin 21 3.29 
Hitman: Absolution has 40 
Horses 3D 20 aio 
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ISSUE SCORE 
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Inversion 




















SRE OS ee 
Jagged Alliance: Back in Action 18 3.0 
Just Dance 4 24 3.25 
Kid Icarus: Uprising 19 320 
Kinect Rush 19 4.0 
Kinect Star Wars Lee Bie 
Kingdom Hearts 3D 

[Dream Drop Distance] 21 sa 





Kingdoms of Amalur: Reckoning 17 4.75 






























































































































































The Last Story be 4.0 
LEGO Batman 2: DC Super Heroes 21 40 
LEGO Harry Potter: Years 5-7 (Vita) 19 foal 
LittleBigPlanet Karting ae 45 
LittleBigPlanet PS Vita 23 4.0 
Lollipop Chainsaw 21 3.0 
London 2012—Official Video Game 

of the Olympic Games 21 £03 
Madden NFL 13 22 4.25 
Mario & Sonic at the London 

2012 Olympic Games (3DS) 18 Jd 
Mario & Sonic at the London 

2012 Olympic Games (Wii) 18 Pa be 
Mario Party 9 18 4.0 
Mario Tennis Open 21 a0 
Marvel Avengers: Battle for Earth 29 a 
Mass Effect 3 18 5.0 
Max Payne 3 _ 20 4.0 
Medal of Honor Warfighter _ Za 3.0 
Metal Gear Solid: Snake Eater 3D 17 45 
MLB 12 The Show 18 45 
MLB 2K12 17 bh 
Mortal Kombat (Vita) 19 425 
NASCAR The Game: Inside Line 24 3.0 
Naruto Shippuden: Ultimate Ninja 

Storm Generations 18 Seal 
NBA 2K13 23 4.25 
NCAA Football 13 2] 40 
Need for Speed Most Wanted 24 419 
NeverDead 18 2.9 
New Super Mario Bros. 2 22 40 
New Super Mario Bros. U 25 4.25 
NHL 13 23 4.0 
Ninja Gaiden 3 18 3.0 
Nintendo Land 29 3.25 
Paper Mario: Sticker Star 29 4.0 
Persona 4 Arena 22 4.0 
PlayStation All-Stars Battle Royale 25 RA) 
Pokémon Black/White 2 24 4.0 
Pokemon Conquest 21 49 
PokePark 2: Wonders Beyond 18 3.0 
Pro Evolution Soccer 2013 23 oao 





Professor Layton & the Miracle Mask 25 4.0 











ISSUE SCORE” 












































































































































GAME/PRODUCT 

, OUT OFS | 
Prototype 2 18 4.5 
Resident Evil 6 Za 40 
Resident Evil: 
Operation Raccoon City _ 19 hike 
Resistance: Burning Skies 21 3.0 
Ridge Racer Unbounded 19 125 
Rift: Storm Legion 25 4.25 
Risen 2: Dark Waters (PC) 19 ore. 
Rhythm Heaven Fever 18 4.9 
Rhythm Thief 

& the Emperor's Treasure 22 40 

S | 
The Secret World 22 Sie 
Silent Hill: Book of Memories ras. oa 
Silent Hill Downpour 18 3.0 
The Sims 3: Showtime 18 Sun 
The Sims 3: Supernatural io 4.0 
Skylanders Giants 24 3.13 
Sleeping Dogs 22 4.0 
sniper Elite V2 19 3.0 
Sorcery _ 20 4.0 
Soulcalibur V 17 4.0 
Spec Ops: The Line 21 4.0 
Spirit Camera: The Cursed Memoir 19 3.0 
Sports Champions 2 29 3.0 
SSX 17 4.0 
Starhawk 20 45 
Steel Battalion Heavy Armor 21 4.0 
Street Fighter X Tekken 18 4.0 
Super Mario 3D Land 16 45 
Syndicate iW 4.0 
T 
Tales of Graces f 17 4.0 
Tekken Tag Tournament 2 22 129 
Tera 19 40 
Test Drive: Ferrari Racing Legends 21 3.0 
The Testament of Sherlock Holmes 24 CRS. 
Theatrhythm Final Fantasy 20 4.25 
Tiger Woods PGA Tour 13 18 4.0 
Tom Clancy’s Ghost Recon: 

Future Soldier 20 4.0 
Transformers: Fall of Cybertron 22 425 
Twisted Metal 18 Wie 

U 
Unit 13 18 40 
BE ae ae 
The Witcher 2: Assassins of Kings 19 45 
World of Warcraft: 
Mists of Pandaria 24 4.0 
WWE ‘13 24 40 
XCOM: Enemy Unknown 24 45 
a 
Yakuza: Dead Souls 19 B20 
SS I RES 
ZombiU 29 4.0 
Zumba Fitness Rush 18 45 
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QUALITY GAMING 
1S 7 «ON YOUR ANDROID 


Game On. Anywhere. N OW 2B vo 
TABLETS 


2 7 
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~ Use the MOGA Pivot App to 
download an ever-growing list 
of games — many for free! 





en atte ALON, 





“Simply put, | the Mo 7 is the best PowerA.com/|ViOGA 


contr oller for mobile gaming." -IGN YouTube.com/ViOGAanywhere 





FREE 


DOWNLOADS 
WITH PURCHASE 


FROM BEST BUY 


MOGA Pivot App & MOGA 
controller required. 
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(G) GEAR 





SO Razer Death- 
Stalker Ultimate 
Gaming Keyboard 


91 PowerA Fusion 
Tournament 
Controller 


Se Turtle Beach Ear 
Force XP400 
Gaming Headset 


93 Skullcandy SLYR 
Gaming Headset 


94 Hauppauge 
HD PVR 2 
Video Recorder 


= Sia eo 
= 





35 Roxio Game 
Capture HD Pro 


nae 





Ger 


MaMa iii 


a 





RYAN SAYS: 


Green seems to be 
the new thing when 
it comes to gaming 
gear. While it’s easy 
to get distracted by 
neon colors and sleek 
aesthetics, gamers 
know that quality is 
what really counts. 
That's why we've 
included some top- 
shelf products in this 
month's issue. We've 
got the digs on head- 
sets from both Turtle 
Beach and Skullcandy; 
a new controller 
built for tournament 
gamers by PowerA; 
Razer's most advanced 
gaming keyboard, 
the DeathStalker 
FE: Ultimate; and two 
' 7 capture stations for 

‘ the competitive crowd 
interested in posting 
clips of their greatest 
achievements. 





Photos: Samantha Berg 
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THERE’S AN APP FOR THAT 


This thing has tons of features, but they're not all practical * Words: Ryan Taljonick 


Razer's DeathStalker Ultimate gaming 
keyboard is a beast. It's packed with gaming 
features: customizable macro keys, a game 
mode for disabling the Windows key (among 
others), and on-the-fly macro recording 
from within a game. There are no mechanical 
switches here, unfortunately, though its low- 
profile chiclet keys feel nice to the touch. But 
the reason you're shelling out well over $200 
for this device is the 4.05" LCD touch screen 
(called the “Switchblade User Interface"), 
which can be used in a multitude of ways. 





O1 CHICLET KEYS 


These keys feel nice, 
but sometimes they 
didn't respond very well 
to my input. 


Oe STURDY 


The chassis feels 
quite durable and 
has a sleek matte 
finish. 
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Located above the screen are 10 
additional macro keys that are used to toggle 
a variety of programs, allowing the touch 
screen to become a trackpad, a calculator, 

a web browser, or even a display for your 
Facebook, Twitter, and email feeds. 

When it comes to games, this becomes 
a neat display for certain game-specific 
features. The downside is, only a few games 
have apps for the keyboard: Counter-Strike: 
Global Offensive, Team Fortress 2, Star Wars: 
The Old Republic, and Battlefield 3. 


O04 LCD 


These programmable 
macro keys are how you 
control the LCD touch 
screen below. 


O3 GET A GRIP 


While this rubber- 
ized wrist rest isn't 
removable, it's pretty 
comfortable. 


Most of these apps simply allow you to 
perform quick one-touch weapon swaps, 
while the SWTOR app displays a damage 
meter. When you play a game, though, 
you'll usually be focusing your attention 
on the monitor, so it's rarely all that useful. 
Of course, if money's no object, feel free 
to indulge—but if you're looking for — 
something more practical, 
look elsewhere. ® 


RAZER DEATH- 
STALKER ULTIMATE 
GAMING KEYBOARD 
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Taking a cue from MadCatz' line of Major 
League Gaming Pro Circuit tournament 
controllers, PowerA's Fusion Tourna- 

ment Controllers offer great durability and 
interchangeable grips tailored specifically 
for gamers who frequently take their gear on 
the road. 

Both the PS3 and Xbox 360 controllers 
use the Xbox 360's button configuration; 
personally, | find this layout to be the most 

comfortable, but gamers who've only ever 
used a DualShock will have to adjust to 
the Xbox 360's thumbstick and but- 
. n ie ton placement. The Fuslon comes 
\ 7 equipped with a durable braided 
ot 





POWERA FUSION 
TOURNAMENT 
CONTROLLER 
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O01 LIGHT TIME : Oe SAVING FACE 
The LED-lit thumbsticks  : The Fuston’s a sleek- 
and face buttons can : looking controller that’s 
be cycled through five : sure to turn some heads. 
colors: purple, green, : It's a pretty durable one 
blue, red, and teal. : to boot. 


ANOTHER GAMEPAD 
FOR HIGHROLLERS 


Big money buys you a fairly slick controller « Words: Ryan Taljonick 


cord, meaning you won't have to worry about 
the input lag that comes with wireless con- 
trollers. The thumbsticks and face buttons 
are LED-lit, so they're visible in the dark, and 
you can cycle through five different colors. 

While the Fuston’s interchangeable grips 
offer a slight change in feel, they have to be 
physically unscrewed if you plan on chang- 
ing them out, which is a pain compared to 
MadCatz’ MLG magnetized quick-change 
feature. Side by side, the MLG is a better 
choice for serious tournament players, but 
the Fuston is still a high-quality option for 
anyone looking for a bit of flair and choice in 
their controller. © 





O03 GRIP GRIPES 


Interchangeable grips 
allow for customizations 
in comfort and feel, but 
do need to be physically 
unscrewed. Yuck. 
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WIRELESS AUDIO GOOG a 
FOUR ALL YOUR SYSTEMS Hyphae 


Well-priced headphones for multiplatform gamers »* Words: William O’Neal 


Wireless headsets have been available on PS3 The headphones also feature control buttons 
for some time, thanks to the console's built-in on both earcups that you obviously can't see 
Bluetooth support, but Xbox 360 gamers arejust while wearing, so there's a bit of a learning curve 
starting to get “truly wireless" options.Enterthe | getting used to them. Mild criticisms aside, how- 
Turtle Beach Ear Force XP 400 Wireless Headset, _ ever, audio quality with this headset is definitely 
which will enable you to game wirelessly onboth _ solid and my online community had no problems 
PS3 and Xbox 360, as well as PC. hearing me during battles. ® 

One downside to headphones that work on 
multiple platforms is the potentially complicated 
setup, and the XP 400 is no different. While 
Bluetooth makes PS3 use easy, the Xbox 360 
requires an adapter that attaches to the bottom 
of your controller and talks to a wireless receiver 
that you plug into your console. The receiver 
uses digital optical audio, so if your Xbox 360 is 
older, you'll have to pick up another adapter. 
























DIMICTEST ; O2 CONTROLS 


03 WIRELESS 
My gaming buddies : It'll take you some time it's set up, you'll be 
reported that my audio: to get familiar with the appily gaming wirelessly 
was loud and clear. buttons on the earcups. — n-PS3 and Xbox 360. 
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SKULLC 


The marketplace for gaming headsets is al- - 


ready a crowded one, but Skullcandy is taking - 


another crack at breaking in. The popular audio 
company recently announced three new pairs, 
with the SLYR being the first to debut, as well 
as the least expensive. 

At an entry-level cost of $79.95, it should 
come as no surprise that the SLYR feels 
somewhat cheap compared to the many more 
expensive offerings out there. It doesn't boast 
the kind of surround sound we've come to 
expect from gaming headsets, either, but the 
stereo audio still sounds good. 

The SLYR is wired and you can use it on 
pretty much any device you own: Xbox 360, 
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The audio company takes another stab at the gaming market ° Words: William O'Neal 


O01 COMFY 


The foam-covered 
earcups fit well 
and feel nice on 
your head. 


PS3, or PC, and even a smartphone or digital 
media player. Along with the price, it's this 
impressive level of versatility that will appeal 
to gamers on a budget. 

Similar to the Astro Gaming ASO that | 
reviewed a few issues back, you can also use 
the Skullcandy SLYR as a standard headset 
for listening to music or podcasts. The foam- 
covered ear cups are pretty comfortable, too, 
which is good if you plan to wear them on your 
way to work, at work, on your way home, and 
then when it's time to get your game on. 

If you're looking for a versatile, inexpen- 
sive, wired gaming headset, you'd be remiss to 
not check out the SLYR. © 


Oe BOOM NIC 

This mic is small enough 
to tuck away easily, but 
but still does a fine job 
transmitting trash talk. 


O3 IN-LINE 


Controls are a quick 
look away. No fumble 
towards your ears 
like with the XP 400. 


SKULLCANDY 
SLYR GAMING 
HEADSET 
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~ ITSALEAN, MEAN GH 
RECORDING MACHINE HO en 


The best device for complete recording control » Words: Ryan Taljonick 


There are afew reliable options whenit comes _clip displaying your skills, and push that finished 





to capture devices, but perhaps none of them product to YouTube—all from within one easy- 
are as popular as Hauppauge's HD PVR units. access area. Admittedly, the editing portion of 
For anyone interested in recording gameplay the software is a bit clunky, but it's at least user 
straight from their consoles to share on the friendly. 

web, the HD PVR 2 Gaming Edition is one of the The real benefit to this unit over other 


sleekest (if not most expensive) units out there. _ options is the sheer number of recording 
The HD PVR 2 comes with everything you'll quality tweaks it allows. Video gurus will love 


need right out of the box, including two HDMI being able to set resolution and framerate 
cables and a PS3 component cable (PS3s, downscaling, or output clips as MP4s. But 
unfortunately, don't allow for HDMI recording). if those terms don't mean anything to you 

It also comes with a software suite that allows already, then check out the Roxio device on the 
you to capture video, edit it into an awesome next page. © 2 





O1 CAPTURE  : O2 LIGHTS O03 RECORD 


This box can capture : This wraparound bar : Tapping this button sets 
video up to 1080p at_—: — lights up while the unitis : the HD PVR 2 into record 
30fps, or 1080i at : powered on, which makes : mode or reverts it back 
60fps. : it look like a sports car. : to standby. 
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A SLEEK NEW CONTENDER 
PUTS OTHERS 10 SHAME 


Great quality and bundled software prevail 
e Words: Ryan Taljonick 


While Hauppauge's HD PVR 2 Gaming Edition 

on the previous page is the better choice when 
it comes to recording quality options, Roxio's 
Game Capture HD Pro is hard to beat in terms of 
accessibility. 

Unlike the PVR 2, this device is powered 
through the USB cable that connects to the. 
or laptop you'll be recording on, which mean 
you don't have to worry about shoving yet 
another power cable into an outlet. It also beats 
the PVR 2 in regards to software. While there 
aren't many recording tweaks available here 
(and only one output format option: M2TS), 


www.atgamermagazine.com 








J 
r 
# 


the editing software is far more robust, Tal | 

still makes pushing a finished clip to the Web 

extremely simple. The HD Pro even comes with 

video tutorials on setup, recording and editing 

video, and livestreaming should you get stuck. 
In fact, livestreaming is far easier on 


this device, too, as one button press will 


immediately loop your video through your 
istin. TV feed (and if you don't have one, 

king an account takes mere seconds). Sure, 
the HD PVR 2 might have the edge on quality, 
but the difference is so minor that only hardcore 
aficionados will be able to tell the difference. © 





O1 CAPTURE 

Like its competitor, the 
HD Pro can capture video 
up to 1080p at 30fps, or 
1080i at 60fps. 


COCR RO REE HEHE SORT OSE E SESH ESSE SESE SES 


O2 SUPPORT 


Neither device has native 
Mac support, and the 
Roxio unit doesn't come 
with any cables other 
than a USB connector. 


ROXIO GAME 
CAPTURE HD 
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ASSEMBLE 


DEAD SPACE 3 @= 


CUTOUTS! 





Want thicker, larger, and genuinely more awesome papercraft? 
Head over to www.atgamermagazine.com, download our papercraft, 
and print it out on the paper of your choice. 
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CGACRAS 





As seen in 












Now available 
at Besf BUY 


facebook.com/noobzmovie As 


Homi 
alkanes 


DUAL 





Console, controller and accessories not included. 





Trademarks shown are the property of their respective owners. Images used are for illustration purposes only. GAEMS, the G logo, Sentry, 
Vanguard, G155, PGE, Make it Personal and other GAEMS trademarks are the intellectual property of GAEMS, Inc. Product features, 
appearance and specifications are subject to change without notice. © 2012 GAEMS, Inc. All rights reserved. Patent(s) Pending. 








TURTLE BEACH. 
1 IN GAMING AUDIO 
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EAR EVERYTHING. DEFEAT EVERYON 


VISIT US AT TURTLEBEACH.COM E&Y 





‘ ‘ V6 ; a eh: 
© 2012 Voyetra Turtle Beach, Inc. (VTB, Inc.) ait rights reserved, Turtle Beach and the Turtle Beach Logo are either trademarks or eaistered trademarks of VTB, Inc. Major League Gaming, MLG, the MLG logo and the MLG Pro Circuit logo are the 
: exclusive properties of Major League Gaming Inc. Dolby and the double-D symbol are trademarks of Dolby Laboratories. All other tradenrarks are properties of their respective companies and are heieby acknowledged. 





